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PAL VERSION 


Prepare yourself for the 


. - most 

mind-blowingly addictive 
puzzle game ever! 

• Full password re-entry 
system. 

• Bonus icons, traps and 
special features galore and 
the clock keeps ticking away. 

1993, Elite Systems Ltd. 


ite Systems Limited. 


nchor House, Anchor Road, Aldridge, Walsall, West Midlands, WS9 8PW, England 
Telephone: i (44) 922 55852. Fax: • (44) 922 743029. 
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Super Action - the 
magazine for 
people who don’t 
wear kipper ties and 
uncomfortably high 
waisted trousers. 
Planet Nintendo.6 

The most informative news in the world of the SNES is 
here once again. Everything that’s worthy of coverage 
you’ll find on these hallowed pages. Honest. 

Ranma Feature......30 

Gigantic spade wieiding pandas ahoy! Super Action 
check out how close to the classic comic series Ocean’s 
re-make of Ranma 1/2 is. 

Space Ace Compo.32 

A special one-off framed picture is up for grabs here. 
The original cell artwork from Sullivan Biuth can be won 
by answering three simple questions. 


Terminator 2 Compo.34 

You’ve always wanted to have a top model in your 
bedroom. Now you can win a ready made Terminator 2! 

Sony Feature.36 

The company that brought us the Walkman have a load 
of top SNES games up their sleeves. 

Over The Edge..40 

Special lifestyle section sampler. Quirky and 
informative, it deserves much respekt. 

Barry Diablo.62 

The freak who’s good at games shows you the way. 

Bill and Ben....70 

The dynamic duo are back in town to answer everything to 
do with the world’s best console. 

Games Index.......74 

A cunning selection of the best and worst SNES carts. 


Sr II TURBO and MORTAL KOMBAT! 



MEBK 


NEWS SPECIALS 


Big fat Frankie straps 
on his heavy weighted 
hoots and stumhies 
into view as Dr. 
Franken storms the 
SNES. We also give you 
an inside look at what 
was on offer at the 
amazing ECTS show. 


Konami show off their latest release. 
Teenage Mutant Hero Turtles • 
Tournement Fighters looks like a 
sure fire rival to the legendary 
Streetfighter 2 Turbo! 


These exciting titles are also available from Europress Interactive. 


While Europress Interactive Ltd. does its best to ensure that 
all the information contained within the editorial and 
advertising is correct, Super Action cannot be held 
responsible for any inaccuracies or omissions. No part of this 
magazine may be reproduced without written permission. 
Super Action is an independent magazine has has no 
connection with Nintendo Co.. Ltd. “Nintendo", "NES", 
"Super NES” and "Super Famicom" are trademarks of 
Nintendo Co., Ltd. All trademarks and copyrights are 
recognised. 


Publishing Director: Don Lewis 
Group Chairman: Derek Meakin 

Europress interactive Ltd, 

Europa House, Adlington Park, 

Macclesfield SK10 4NP 

Tel: 0625 878888 Fax: 0625 876669 
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streetfighter..62 

Ail the final bosses special 
moves-THE FINAL PART! 


Mortal K.68 


The complete guide 
crammed into two pages! 
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A better line up than an ID parade! 



Mr Nutz.16 Champ Pool.18 


Cover special! This is no Chalk your favourite cue for 
secret squirrel! He’s got an a major breakthrough in 
attitude the size of his tail! green baize simulations. 


If previews be the food of love then you’re 
gonna get big time heartburn fboom boom) 
right here in this top issue of Super Action! 



Total Carnage..46 Aero Acrobat...48 Space Ace.50 



Top Gear 2.20 Jurassic Park...22 

The race is on to see whether Dinosaurs ate my neighbours 
this can be the best split in this feast of fun with a few 
screen racer ever. 3D bits thrown in. 



Wing Commander 2 ..28 

The similarities to Elite are 
striking, but this Mindscape 
release has more. Much more. 


Capt. America..28 

The Star of our last cover, 
Captain America pulls on his 
red white and blue clobber. 



Out to Lunch....26 

Pierre Le Chef has problems 
catching pizzas in this cutesy 
platform affair. 


Crash Dummies.29 

Possibly the most hilarious 
platform game yet - you’ll be 
in bits playing this! 



\ 




THQ’s best yet - a glorious A platform game in a big top The show’s not over ’til the fat 

blood ’n’ guts test along the setting with some cool graph- bloke with the beard roars. A 

lines of Smash TV. ical touches and a mad bat. cartoon classic. 



Cool Spot.52 

Dne of the liveliest sprites for 
ages pulls on his sneakers 
and freaks out. 


Megalomania...53 Daffy Duck.54 

A complicated God game that Mother! It’s the world’s daftest 
takes ages to complete. What duck featuring in a platform 
a refreshing change! space age scenario. 


Young Merlin ...55 Robocop v T2...5j 

A guy who’ll grow up to be an The Skynet Corporation ha^ 
old, bearded wizard stars in got so much to answer for 
his own adventure. these days. 


Chaos Engine ..61 

A nut case experimenting in 
evolution creates a load of 
monsters. Dr something. 


Dennis...j 

He’s a right menace and he 
looks a bit like Macauley 
Culkin - aaarrrggghhh! 
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pBiLUANT 

pOMBASTIC 


FANTASTIC FUN WITH UP TO 
4 PLAYERS FIGHTING FOR SURVIVAL AT 
THE SAME TIME! 

A BRILLIANT COMBINATION OF TACTICS 
AND ACTION. YOU AND YOUR FRIENDS 
WILL BE THRILLED! 

SPIRITS WILL BE HIGH WITH BOMBER- 
MAN... AND YOU ARE RIGHT IN THE 
CENTER OF THE ACTION! 



WOW! LET'S GET STARTED 


<S> 1993 HUDSON SOFT 


OET THE MULTITA.P FROM HUDSON 
SOFT. TELL YOUR FRIENDS 
ALL ABOUT IT AND THEN... 

BECOME THE SUPER BOMBERMAN. 
THE SUPER MULTITAP WILL BE 
AVAILABLE SOON. ASK YOUR DEALER 
OR NEARBY SHOP. 


TIME TO PLAY,,, 



HUDSON GROUP! 


f 
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Hudson Soft® is a trademark of Hudson Soft Co. Ltd. Super Bomberman"*" is a trademark of Hudson Soft Co. Ltd. 









NINTENDO 



Every autumn sees a load of 
software companies promoting 
their latest products in a large ^ 
exhibition hall. Fun was j|i& 


- « 


(Right) Alex and 
Jay pose next to 
their Lamborghini 
Diablo for the 
umpteenth time. 
Such is the price 
of fame... 


Yet another craze is catching 
on over in Japan. This month, 
it’s cuddly Mario Kart and Star 
Wing characters. Collect the 
whole set and be the envy of 
your friends. 




TS* 
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ondon's Business Design 
Centre was the venue for this 
year's Autumn European Computer 
Trade Show (ECTS). Unfortunately, 
in the words of Nintendo's latest 
Game Boy advertising campaign, 
child's play it ain't - no one under 
the age of 18 was allowed to attend. 

At the show every software com¬ 
pany, manufacturer and distributor 
worth its pixelised salt attended to 
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ECrS AWARDS 



Best Stand -Ocean 
Best Staff - Accolade 

Best Promotion - Interplay IRobocop v Terminator comics) 
Friendliest Character - Alfred Chicken 
Most Abrasive Character - Pierre Le Chef 
Best New Game - Championship Pool (Mindscape) 
Best New Beat 'Em Up - Turtles Tournament Fighters (Konami) 
Best Advertisement - Cool Spot (Virgin) 

Most Popular Drink - Brandy and Coke 

Top Retro Design Feature - Red Telephone Boxes 






(Aboye) interplay's bad Mr 
Frosty looking like a lean, 
mean fighting machine. 


(Right) Super Action's bad 
Mr Alex Lee looking tired. 






mm 




The ECTS saw many people going about their 
business including GB Action’s Andy Sharpe. 


Jay sidling up to Ancos Jeff 
Long and friend in hope of 
some more freebies. 






show off its 
stash and strut its 
stuff for the benefit of thousands of 
press, sales executives and shop 
owners. All in plenty of time for the 
Christmas rush. The latest (many 
still unreleased) handheld, console 
and computer games, vied for 
supremacy over a full three days. 

The visual highlights of the show 
were undoubtedly Ocean's Jurassic 
Park/TFX themed stands. Electronic 
Arts' massive soccer screen and 
Virgin's impossible to miss banner 
that could have clothed a small 
planet. 

Impressive stands and advertising 
techniques aside, lectures on the 


future of gaming caught the interest 
and imagination of anyone willing 
to listen. Chris Crawford, one of 
Atari's pioneers, raised a few eye¬ 
brows with his speculations on 
gamesplayers of the 21st century. 

Characters from the 20th 
century, meanwhile, stalked 
and sweated around the 
arena gesturing feebly to 
allcomers. An oversized 
Alfred Chicken wasn't a 
bit like cheese, Zool didn't 
zoom but Bad Mr. Frosty 
was plain 'orrible. 

The products on display 
covered a surprisingly wide range of 
quality, quantity and quintessence. 
Anything and everything to do with 
electro gaming adorned the 
Business Design Centre. Tacky joy¬ 
sticks, salubrious promotional 
suites and a cacophony of techno 
game soundtracks all contributed to 
the incessant barrage of in yer face 
technology. 

Nintendo's contribution to the 
show was noticeably low key. A few 
Game Boy, NES and SNES games 
were up and running around the 
perimeter of their suite giving the 
impression of a members only 
arcade. 


Two things, however, were even 
more strikingly apparent. The 
emphasis placed on the new Game 
Boy 'Child's Play It Ain't ad was one. 
The other, however, was the sheer 
volume of SNES software that was 
being promoted for the Christmas 
rush. 

For once, all the major software 
houses were in agreement on one 
important subject. Every company 
from Accolade to Absolute 
Entertainment, Infogrames to 
Interplay and Sony to Sensible 
Software knew that success on the 
SNES was everything. 


BOOKWORMS 

There's loads going on at 
Virgin at present. They 
are behind the Super NES 
Games Power Tips Book. 
It's the first of its kind to 
be in full colour. Written 
by Nick Roberts, it costs 
£9.99. 

The official Gamesmas- 
ter book featuring all the 
protagonists from the 
popular television series 
is aiso out now at the 
more reasonable price of 
£6.99. 


MORTAL KOMBAT 

To coincide with the 
release of Acclaim's much 
hyped Mortal Kombat, 
Future Zone stores are 
offering their customers 
the opportunity to win 
the actuai Midway arcade 
version of the game 
worth thousands of 
pounds. 

The competition to win 
the arcade machine will 
be open to any purchaser 
at all of the 26 Future 
Zone stores nationwide. 


THE OBLITERATOR 

Phase 9 have released 
their funky new fully func¬ 
tional autofire joypad, the 
Obliterator, for the SNES. 

This adds to their mas¬ 
sive range of joypads and 
peripherals available for 
most formats. 


Jason Sharpies impersonates Marty Feldman 
while sampling the most popular drink of the 
ECTS (see awards). 


BUNKERED! 

Nick Faldo's 

Championship Golf is to 
appear on the SNES in 
the Spring of next year. 
Gametek and Grandsiam 
are the confident collabo¬ 
rators. Development work 
is well under way and the 
team hope to fully utilize 
the technical capabilities 
of the SNES. 


SUPER ACTIONS 
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PLANET NINTENDO PLANET NINTENDO PI 


Mario All-Stars saw 8Mbit 
games successfully 
converted to 16Mbit - 
MicroProse's Impossible 
Mission attempts to 
emulate Nintendo’s inspired 
re-release. 


Special c tl W Iaa 


T he 8Mbit classic. Impossible Mission, is soon to 
appear on the SNES. Microprose are responsible 
for a release that promises to take the SNES to the 
limits of its technical capabilities. 

The graphics, even at this stage of development, 
look stunning. Animated figures, rendered by 3DS, a 
rousing techno soundtrack and a whole load of excit¬ 
ing gameplay should combine to make a great game. 

Feature-packed, an additional option is to select the 
original 8Mbit version for NES lovers. Playing a spe¬ 
cial agent, you must stop Elvin Atombender from 
annihilating the world. 

A host of power-ups, hidden rooms and bonuses 
ensure that Impossible 
Mission: 2025 The Special 
Edition will be almost 
completely different to 
the original version. If 
records can be remixed 
successfully, then why 
not video games? 

Super Action will keep 
you posted about Micro- 
Prose's latest foray into 
the wonderful world of 
the SNES which is due 
out officially at the end of 
the year. 


(Left) Oh no, it’s the 
invasion of the killer 
Game Boys! Only 
joking, or are we? 
(Right) Livin’ in a fast 
car. I’ve gotta ticket 
to get me outta here. 
Maybe together we can 
get somewhere. 



Homicidal computer programs 


S .T.O.R.M, having recently acquired the 
multi media rights to The Lawnmower 


multi media rights to The Lawnmower 
man, are set to release a game of the block¬ 
buster film on the SNES. 

The Lawnmower man is the story of Jobe, a 
simpleton who through Virtual Reality thera¬ 
py, carried out by one Dr Angelo, acquires 




superhuman capabilities. Things turn nasty, 
however, when the government agency funding 
Dr Angelo begin to investigate the possibilities 
of using his VR therapy for non-peaceful pur¬ 
suits. 

Their endeavours turn mild mannered Jobe 
into Cyberjobe, your everyday psychopathic 
maniac with thoughts of world domination on 
his mind. Nice one lads! 

Having entered his VR kingdom, Cyberjobe 
proceeds to pull in the evil Dr Angelo and seeks 
his revenge. 

As Dr Angelo you must pit your wits against 
Cyberjobe and his cohorts through 12 virtual 


worlds of fast, smooth 3D gameplay, includ¬ 
ing digitised images and voice samples from 
the film. The release date of The 
Lawnmower Man on the SNES is some time 
in November, and if giving homicidal com¬ 
puter programs a good kicking is your cup 
of tea then check it out. 


Some incredible action scenes occur in 
Lawnmower Man. It’ll be given the full 
treatment in a future Super Action. 
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Shoot to kill or be 
killed in a rough and 
tumble ‘Starsky & 

Hutch meet Kojak and 
slap him on the head’ 
scenario. Or something 
along those lines. 


Rock hard 


L ethal Enforcers from 
Konami features disturbing¬ 
ly realistic police action. It's so 
intense that when you finally put 
it down you'll be diving for cover 
behind the settee and reading 
the cat its rights. 

Your shooting skills will be 
tested to the limit against the 
most dangerous criminals seen 
on the SNES. There are plenty of 
levels for a lasting challenge, but 
that's by no means the best 
thing. Each game pack will come 
complete with a gun accessory - 
we'll keep you informed as and 
when we hear more. It should be 
in the shops early next year. 




D ecember sees the release of^e Adventures 
of Dr Franken on the SNES, just in time for 
Chrimbo. In this new adven¬ 
ture Franky, our spare part 
hero, rather curiously disman¬ 
tles his girlfriend, parcels her 
up, and posts her to their holi¬ 
day destination! 

Why? Because she has no 
passport! As you would 
expect things go hideously 
wrong when the Transylvanian 
postal service scatter her bits 
and pieces around the globe. As Franky you have 
the unenviable task of retrieving the parcels. 

Elite promise 20 huge levels of silky smooth 
action, breathtaking backdrops and special effects. 
Franky himself has a multitude of special moves to 
deal with the 40 plus enemy sprites that stand 
between him and his true love. 




Bmhm hm 
ii|iSc«tly 

T he question was always when, 
rather than if, a SNES game of 
the staggeringly popular TV series 
Star Trek: The Next Generation 
would be made. MicroProse have 
secured the licence and are working 
on it already. 

Captain Picard and his merry crew 
are of course featured in what could 
be a blockbusting release. Although 
it should shift untold units by name 
alone, MicroProse are keen to make 
the SNES incarnation worthy of its 
hallowed title. 

Action will take place on board 
the Enterprise as well as on strange 
planets' surfaces. Next year you'll 
be able to boldly go where no 
gamesplayer has gone before. 




Special moves ahoy in what could be 
a genuine competitor to the daddy of 
’em all-SFII Turbo. 



Y et another Turtles game and 
yet another Streetfighter II 
wannabe. From what we've seen so 
far, the backdrops look stunning as 
do the massive, fluid sprites. 

Travel from the Fantasy World of 
Michealangelo to the Futuristic City 
of Donatello as the Turtles tran¬ 
scend time and enter a whole new 
dimension. Konami are flagging this 
release as the ultimate confronta¬ 
tional fighting game - this remains 
to be seen. 

Expect full preview and review 
coverage soon. 



Heroes in a half shell - 
Turtle power! The 
ultimate ‘versus’beat 
’em up? 
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Here’s some hot news that will have the coun^ 
less millions of SF2 freaks foaming at the 
mouth. Over in Japan, Capcom have just hmh 
released shots of a brand new arcade Pm 
version of the daddy of all fighting sims, 
but with even more characters! 

^ Four new warriors have Along with the new members of ' 

^ now stepped into the the Capcom crew, various old mem- * 

Streetfighting arena to bers have been given even more i i iVi^ 

strut their stuff in (get special moves. Ken and Ryu now 
ready for this one) have the ability to toast their oppo- 
' Super Streetfighter 2 nents with a special fire dragon 

Turbo: The New punch and big Zangief has learnt a ^ ^ 

Sj|w ' \ Challengers! It's very load more wrestling moves to pum- 

i doubtful anyone mel his enemies with. . . 

^ outside Japan will Watch this space for more ^ ***§ 

\ even get a look at exciting info on your ^ 

V this amazing new favourite fighting friends, as 
W machine for a good we'll give you more news as 
^ few months. But! soon as we get it. " 


Dee Jay is a 
fierce Thai 
I boxing expert 
with a groovy 
line in track- 
suit bottoms. 


Above: Dee Jay takes care of E. Honda with a 
devastating uppercut to the jaw. 


tfiAvrh. 


Below: Chun Li 
wins! Very 


Above: Fei Long knocks T. Hawk to the 
Door with one of his many spectacular 
martial arts kicks. Karate Kid? 


Below: Cammy takes 
care of Ryu with a 
devastating head kick. 


TiCMarrr 


Finally we 
have Fei Long. 
This dude is a 
highly trained 
martial artist 
and has a wide 
variety of high 
risk kicks and 
special moves. 


Right: Even 
the old school 
StreetDghter 
dudes have 


new and 
improved 
moves. 


PLANET NINTENDO PLANET NINTENDO 
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Welcome to the world of 
^ RANMA1/2 Explosive Free-Fisht, 
the hottest new blockbuster from the 
phenomenon that is*** MANGA! 

You're about to set out on a breath-taking hyper-adventure* 

The powerful, pixel-punching graphics 
will make your head spin like a blow to 
the temple* Featuring the most 
outrageous cast of characters*** ^ 

they'll leave you clutching on to your sanity by the 
blackbelt of your judo suit! ' 

RANMA1/2 - A doxen animaniacs ' 

causins mayhem in a mind-blowins, aSi ^ 
body-bruisins battle of wits* 


OCEAN SOFWARE LIMITED 
2 CASTLE STREET • CASTLEFIELD • MANCHESTER • M3 4LZ 
TEL; 061 832 6633 • FAX: 0^834 0650 

© R. TAKAHASHI/SHOGAKKAN, KITEI, FUjKtELEVISION. 
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REVIEW 


Pick up all the hazelnuts and build up your 
ammo storage. 


We think that Mr. Nutz is a bit of 
a software hero. So as we 
announce his debut appearance 
on the s ing s, we thought it was 
only fair to%ow the world the 
main icnaten^jlrsjdr the cutest 
«. vii|eo game ^rit^Bh the entire 
^0aAlt. Eachibe dUhim have 
*’theNmwn MiMiala dtiiiih ut^and 
'lleirky persof|^ies^e|r certain 
" ^ies of hair7]|noJi''’9ll"^ Sever¬ 
al aibearance. So |}pw you can 
decide who’s winning the rai^hto 
the top of the personality ladder. 

Disney dude brought to life by Capcom. 
He’s a litte bit oid hat for todays gener¬ 
ation, even with his squeaky voice. 


Mlir. kev Mouse 




gtroim 


welaapaniaaemaanaphgtwaf 

SpmSmlaMfwWifmm 


0§f9a99§tMtllW§ipkl9riyp§mlt9?Ym 

kn9ttli§mfq&leklfymmmtueMililml 


J ust as we had got to grips 
with one major player in 
the cute character race, 
straight outta nowhere 
came Mr. Nutz. Dressed in big 
chunky sneakers, a slightly cocked 
baseball cap and a pair of suave 
shades, Mr. Nutz looks like he's 
going to blow all the other super 
sprites right out of the picture. 

It's alleged that he was 
once a student at the 
Cutie Character 
Training Academy 
and was their 
star pupil, often 
beating Sonic 
and Bubsy for 
top grades. 

Everything was 
running smooth¬ 
ly for our pal until 
he accquired a taste 
for Nutty Brew. Our 
squirrely friend started drink¬ 
ing at such a desperate rate that 
his college work began to suffer. 
So, of course, he left the academy 
and spent all his time boozing. 
Meanwhile, all his academy 


chums were making names for 
themselves. Nutz decided that he 
wanted another chance at 
fame and fortune and 
there was only one 
way he could 
dance in the 
spotlight of 
stardom... and 
that was to lie! 
He forged a 
graduation cer¬ 
tificate. This pro¬ 
claimed that he was 
"Really Quite 

Incredibly Cute" and he 
constantly made up stories about 
being very big in Japan. 

On hearing such tales, software 
producers Ocean immediately 
snapped him up to star in their lat- 


• £49.99 • ONE PLAYER 


Squirrels. Not the most 
elaborate species on the 
face of the earth are they? 
Do you remember Secret 
Squirrel? I do, and he ain’t a patch 
on Ocean’s latest offering. JAY 




Pummelled plums ahoy! Use your tail like crazy 
if you want the best results. Swish and go. 


Stamp the little blighters into the ground! tVs 
all they deserve! Damn Ribena berries! 


Collect the coins for extra energy. Once you’ve 
got 50 you’ll recieve an extra energy point. 


Bounce on the slugs for maximum points. Don’t 
they look like the blue meenies? 
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This is the first end of ievei boss. He’s a big dungaree wearing spider and he’s dead soft. 


Take a ride on the puiley and you’ii be jetting 
across the screen like a big red blur. Honest. 


est production. That production is 
the one you see before you, Mr. 
Nutz, Super Squirrel! 

The entire globe is being 
cocooned in ice and snow by the 
Yeti — an ugly brute who bears 
more than slight resemblance to 
Geoff Capes. His main plan of 
action is to create and rule a king¬ 
dom of evil, right here on planet 
earth. 

The Yeti has a deep freeze full of 
deranged beasties whose only aim 
in life is to stop Mr. Nutz from sav¬ 
ing the world. You can get rid of 
these creatures by either jumping 
onto their heads Mario style, toss¬ 
ing your collection of hazelnuts at 
them, or by using your secret 
weapon. This comes in the shape 
of the super squirrel tail swish. 

There are six horizontally 
scrolling levels for you to steam 
through, each one chock-a-block 
with ballet dancing pansies and 
ripe plums. All this is leading up to 
the final duel to the death with the 
eye popping Yeti. 

As usual, you've got plenty of 
icons to collect along your way. 
These come in the form of acorns. 


which you can throw at unsavoury 
oncoming nasties. Coins give you 
an extra energy point, at least once 
you've collected 50 of them. The 
flask will make you invincible for a 
short while. The extra life Icon 
will (surprise, surprise) give 
you an extra life. And the 
extra energy icon will, ^ 

amazingly, give you Jm 

extra energy. 

You need to pick up 
as many of these life I 
saving items as possi- t 
ble. This game Is no ^ 
stroll in the park. For a 
platformer from ^ 

Ocean, it's ruddy f mjr 

difficult! You \ 

always seem to bite \ y 

the bullet just 

as you're 

about pro- HBy 

ceed onto the B 

next level, B 

which is most frustrat- ^ 

ing. Mind you, you don't 

want to shell out 50 

big ones on some- I 

thing you'll finish in a ' 

day do 


OFFICIAL 


ro be frank, I’ve not 
bBon overly impressed 
with the past couple 
of platform releases 
from Ocean, but this 
one got me glued to the office moni¬ 
tor for hours as I desperately tried to 
defeat the evil Yeti and all his crazy 
henchmen. Mr Nutz has bags and bags 
of appeal, even for those people who 
really do hate cutesy platform romps. 
Time has been spent developing 
detailed scenery and a lot of attention 
has been given to every chunky sprite, 
good or bad. 

It’s a tad difficult, but that’s how 
you want them isn’t it? You’ll need to 
take your time on this one. If you try 
to speed your way through the levels 
Sonic style, you’ll just end up flat on 
your back within seconds. It’s a very 
enjoyable jaunt and I’ll guarantee you 
won’t get bored with it for a long long 


Another brand new cool dude to hit 
your SNES! He’s definately cool, 
super smooth and one for the ladies. 


Secret agent James Pond may have 
had a Itepnce to gill but his fishy 
aroma didn’t linpcess enyone. 


Mr. Nutz refers to him as Babsy the 
Bobble hat. He may act cool and 
trendy hut is he a true hero? 

r n.akoU the Bobcat 


Pugslev 


Probably the perkiest game sprite 
ever. Portly Pugs never won any 
friends with his platform romp. 


Pathetic blue fop with no mates, 
apart from that sad fox or what ever 
he is. Very poor, very poor indeed. 


GRAPHICS/// 


Excellent cutesy sprites with plen¬ 
ty of humour and laughter. 


$ONics///////(89y/ 


You could groove to some of the 
sounds and wet yourself at the rest. 


LIFE SPAN///! 93 >/ 


Not as easy as Mickey Mouse but 
not really, really difficult. 


gameplay//(92>/ 


Smooth graphics and responsive 
controls make this one a beaut. 


OVERALL 93% 
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Blast the cue ball into the pack and hope for 
one or more drop. 


One of the hardest decisions in Champ Pool is 
often which ball to go for. 



cM'r.i iitT»i V i-t ru'iKr 1 « 

pLAvns* i, ^ Q^rw' tftfttr 

./ f\, v_. pi 



TklsMIimthslioaldghnaHlilmiofthegama 
iBpngnu-its bBit6rwli9tt$9Ba for real. 



If this sells as many 
copies as it deserves 
to, then smoke filled 
rooms full of men with 
b.o. and five o’clock shadows 
will be obsolete. The most 
playable pool game ever seen on 
the SNES is upon us. ALEX 



lOMWESMI^ 


Y OU rack 'em - I'll stack 
'em is the cry around the 
office nowadays. The 
fashionable games have 
taken a back seat for now as 
Championship Pool graces the 
monitor screen. 

I didn't realise that 
there were so many 
different variations 
on pool until Champ 
Pool enlightened me 
- there are more 
here than you can 
chalk a cue at. When 
you've decided which 
style of pool you fancy (see panel 
for options), an overhead view of 
the whole table is presented. 

This is when the fun starts. After 
tossing a coin which bounces in 
slow motion on the baize, it's time 
to break off. in the SNES world, 
coins can be flipped on the playing 
surface until the hustlers come 
home - computer generated cloth 


P I R V F R 7 


Not having reviewed a Pool simula¬ 
tion on the SNES before, here's a 
shot from Zombies Ate My 
Neighbors. This game was reviewed 
in issue 13 and scored 84%. Apart 
from Zombies and neighbours, it 
had an outdoor pool in it. 


GFT RFRDV 
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Three ball pool is one of the quickest, yet 


Blast the white ball into the pack and hope for 
the best. Your opponent could he quids in. 



doesn't suffer from wear and tear. 

A rotating sphere which indicates 
the initial direction of the cue 
ball (the direction in which you 
intend to hit the white) can be 
positioned anywhere on the 
table. Tapping the A (red) but¬ 
ton calls up another clear 
sphere showing the cue ball's 
path towards the object ball 
and the predicted path of the 
object ball once it has been hit. 
Another tap on A sends the white 
towards the object ball. 

The velocity of the cue ball is 
determined by hitting the left pad 
for slower speeds or the right pad 
for more pacey shots. 

The speeds range from Cliff 
'Thnail' Thorburn all the way to 
Jimmy 'Whirlwind' White. This may 
sound damn complicated, but after 
two minutes' play, it's easier than 


taking candy from the most butter 
fingered baby. 

After having lined up your shot, 
the feeling of satisfaction when ball 
goes down transcends most SNES 
related experiences. In fact, that's 
one of the game's best touches. 

The object ball rattles in the jaws 
of the pocket and does a little twirl 
before disappearing. 

This occurrence is almost eerily 
similar to how it plops down the 
black plastic chute on pub pool 
tables across the country. 

For the stickier situations, where 
the finest tuning is called for, it's 
possible to select a close up view 
of the white and object ball. There's 


PRLSS inn ION A 
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OFFlClAl^'i REVIEW 


A good test of any 
game is how often it is 
piayed in the office. 
This month the 
favourite is 
Championship Pooi. it has singie- 
handediy managed to knock the pro¬ 
duction scheduie sideways. Even the 
art staff have expressed a preference. 
And, in the words of Bananarama, 
that’s reaiiy saying something. 

Since Super Bomherman there 
hasn’t been a game that has proved so 
popuiar across the wide spectrum of 
assembied freaks that make up the 
Super Action gang of iurve. 

As is often the case with office 
faves, Champ Pooi doesn’t have the 
iooks of Kirk Stephens, yet it has the 
gamepiay and iongevity of Steve 


Billiards, or pool, has been around for over 
500 years. It was originally played by kings. 


NS 


19 • 1 - 8 PLAYERS 


5mpri$ia§li, It wm$ ortglmdiy playad oa lmn$. 
IkmkaadBBillsbuMmtookpooltotliaUS. 


no excuse for a bad miss. When 
confidence is gained and a greater 
challenge is required, there's an 
array of specially set up trick shots 
that can be attempted. 

And finally, for the experts, the 
sphere denoting the balls' predict¬ 
ed path can be done away with. 
That sorts out the pro players from 
the con artists. 

A game as universally accessible 
as pool does not really need any 
sort of simulation. However, 
Championship Pool has boldly 
gone where no SNES pool sim has 
gone before. 

Mindscape have paid the game 
the respect that it's due. No pool 
fan, nor any believer that all SNES 
software should be of the highest 
quality will be disappointed. 



Just about any type of spin can be put on the 
white bait when you’re in this screen. 












Not many anagrams can be made out of the word ‘Pool’. But here 
are a select few with their definitions. 

1) Loop - Post anorak, pro shoegazer indie guitar band. 

2) Poio - Refreshing mint with hole through middle. 

3) Lopo - Spanish word for ‘mad’ (spelled incorrectly). 

4) Oopi- Fruits from Oldham that make your mouth water. 

5) Pooi - Area of water used for recreational purposes. 


Bavis. There are four tunes to choose 
from - they’re ait actuaiiy quite paiat- 
abie. Having said that, we tend to 
turn the tunes off because si fence is 
the order of the day when Champ Pooi 
comes on. The competition’s fierce I 
can teii you! 


GRAPHICS ///(81 )// 

There's not a lot you can do on a \ 
pool table! Very smooth nonetheless. 


SONICS///////( 80)7 

Listenable tunes, but like I said 
before - they don't reaiiy matter. 


LIFE SPAN//i(g2 

Incredibly accessible, a good con¬ 
trol system and highly competitive. 


GAIVIEPLAYf/i(g4>/ 

Its real life counterpart hasn't gone 
out of fashion. So why should this? 


OVERALL 


91 % 


SUPER ACTION 19 



































MONEY, MONEY, 
MONEY 


A lick of paint is the only freebie, 
improved nitros, however, cost an 
absolute oacket. 


way through, but that’s no good if 
the engine hasn’t been improved. 


The cheaper items are a big tempta¬ 
tion, but it’s a good tactic to save up 
for a decent engine. 


Gearboxes are good value, although 
decent dry tyres are a must on the 
tough arid courses of Egypt. 


OFFICIAL 
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Just one of the many impressive backdrops - 
the Valley of the Kings in Egypt 


The original Top Gear was 
universally acclaimed in 
the split screen driving 
genre. Until now, only 
Super Mario Kart has rivalled it. 
Can it possibly be bettered? ALEX 


S equels, in all genres of the 
entertainment industry, 
tend to be dodgy in the 
extreme. Top Gear 2, 
thankfully, is the exception that 
proves the rule. 

One of the first ever official SNES 
titles. Top Gear was one of the 
many reasons to purchase and 
spread the word about SNES gam¬ 
ing. Its sequel comes just in time to 
reaffirm everything that is excellent 
about the little grey box. 

Top Gear 2 includes just about 
every element required to make a 
game great. It's incredibly fast, 
smooth, colourful, packed with fea¬ 
tures and can be played in that all 
important two player mode. 

To succeed at this game, you 
need to start in style. Where the 
original gave you the choice of four 
cars with differences in fuel con¬ 
sumption, acceleration and top 
speed, the sequel comes at ya from 
another angle. 

Initially the opposing cars are 
identical (although a quick lick of 
paint is an immediate option), how¬ 
ever every point won is worth 
£1000. Coming first will earn you 
£10,000, whereas finishing sixth 
will earn you only a grand for your 
troubles. Coming seventh or below 
earns you zilch. 

The financial side of things plays 
a major part in TG 2. Money and 
success are inexorably linked. A 
win, or a good finishing position, 
leads to cash. Cash enables you to 
purchase items that improve the 
performance of your car (see panel). 


Weather 








often 


When 

seen 


the masses 


KEMCi 








GdElP gi 




The puffs of smoke from the red car indicate an abortive 
nitro attempt - there ain’t none left! 


Therefore, getting off to a flyer is 
of paramount importance as it's not 
easy to beat a car that's had lots of 
dosh spent on it. Computer cars, 
the best of them anyway, get bet¬ 
ter quickly. A win in the first 
race gives you the edge over 
your opponent, an advan¬ 
tage that can be retained for 
several races. Of course your 
choice of what to buy must 
match your knowledge of 
how to drive. 

Even mid-race, advan¬ 
tages can be gained by dri¬ 
ving over icons for extra fuel 
or nitros. Logs cause your 
car to leap skywards and rev 
erratically, whereas weedy 
shrubs and road blocks 


cause you to slow down. Weather 
conditions also play a significant 
part in Top Gear 2. 

Before you kit your car out with 
whatever is available for your earn¬ 
ings, the screen shows where 
you're about to race, the time of 
day, the weather, how many laps 
there are and the total mileage of 
the course. Buy accordingly. 

I'm really enthusiastic about Top 
Gear 2 - there's enough to it to 
warrant the praise that is gonna 
come its way from anyone who has 
the pleasure of playing it. 


Player one has won. Player two languishes in 
fourth, hoping to cling on for a few bucks. 


It’s nblmki Parti. HsmnmmUel Tim t§ 
emh'almaaMlaks. 

























































Monaco looks beautiful just before midnight. 
Don’t admire the view or you’ll crash. 


Niagara Falls, Canada. It’s chucking down 
with rain - time for some wet tyres. 


pFFiciAi^'i REVIEW 





The major criticism of 
TOPSEAPss jop Gear was that it 

STWT fgg ggg^ 

Although Top Gear 2 
has an equally respon¬ 
sive control system to the original, it 
isn't possible to getaway with mis¬ 
takes. Where the driver once lost a 
little ground by crashing, the penalty 
now is damage to the car. 

Eventually this leads to a lesser top 
speed potential and the need to shell 
out on repairs. 

This is where the sequel eclipses 
the original. Everything that was 
wrong, or missing, with Top Gear has 
been put right, or added in this excel¬ 
lent sequel. There are more courses 
than before, better backgrounds, a 
larger variety of weather conditions 
and more gameplay than you can 
shake a gearstick at. 

Top Gear 2 leaves its rivals floun¬ 
dering in the pit lane. It has single 
handedly improved the standard of the 






The yellow car has just 
crashed, treating us to a 360 
dgree spin. 


- 2 PLAYERS 


The sensation of speed is heightened 
when pumping through a tunnel. Having 
said that, the silver car’s trailing here! 


Duelling at night time adds 
excitement to the most boring 
of courses. Cars in the 
distance are portrayed as tiny 
orbs of light. 


£44.99 9 1 


ENHANCED GAMEPLAY 


Below are the details of exactly 
how Top Gear 2 improves upon its 
predecessor. 

1) Better road handling 

2) Smoother scrolling 

3) 3D spin when car hits barrier 

4) Better backgrounds 

5) Prize money to improve car 

6) More tactics involved 

7) More nitros 

8) Car can be painted any colour 

9) Realistic weather conditions 

10) Best night drive yet 


^ICQliUCP TIt^ 




SNES two player car racing genre. 
Super Mario Kart et al look out - Top 
Gear 2 has a nitro to spare. 


93 ^ 


[OVERALL 


SONICS 


Authentic acceleration sounds and 
funky drums when racing. 


LIFE SPAN 


Sixteen countries to steam through 
with four gruelling courses in each 


GAMEPLAY 

Just about everything you’d want 
from a driving game is in here. 


Only two previous games 
deserve to be uttered in 
the same breath as Top 
Gear 2 - Super Mario Kart 
and Top Gear. The former 
features the entire Mario 
gang in an evilly hilarious 
battle for supremacy, the 
latter is TG 2 without the 
trimmings. Both are heav¬ 
ily recommended, 
although anyone who has 
not bought Top Gear 
would be advised to pur¬ 
chase the sequel instead. 


Super 


Mario ivuri _ 

uoijoo 
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^QUOTE TAKEN FROM THE NOVEL JURASSIC PARK ■ MICHAEL CRICHTON. 


REVIEW Hiomc/xZ 


OCEAN • £49.99 • ONE PLAYER 




^ Assume that you start with 
a simple set of 

^ mathematical rules, the cre- 
ation of a simple pattern. If 
you repeat this pattern enough 
times, even the slightest imperfec¬ 
tions (which are, by the way, pre¬ 
sent in any system) will cause 
completely unpredictable variations 
in the system, leading eventually 
and inevitably to chaos.* JAY ^ 


E verybody in the entire 
world has been subjected 
to one or more aspects of 
Jurassic Park. If you 
haven't noticed ail the hype sur¬ 
rounding the film then you must 
have been locked inside a dustbin 
for the past few months. Every con¬ 
sumer item available has had a JP 
logo slapped on it. The whole 
caboodle has then been sorted into 
portions and systematically forced 
down the public's throat. 

Lunch boxes, T-shirts, badges, 
toys, airfix kits. There's even a 
scaled down model of the strap¬ 
ping Laura Dern in all her jungle 
romping clobber out in the shops! 
Jeez! When will it all end? 

Now that you've seen the film, 
read the book and worn the T-shirt 
it's time to transform yourself into 
Dr. Alan Grant and stomp around 
the undergrowth of Isla Nubiar and 


This baby T Rex won’t bite you or try to spit at 
you. He’ll just try to butt you out of his way. 


try and complete all the problem 
solving missions. 

The massive build up the film 
received meant Ocean had their 
work cut out here. They would 
have to produce a huge game to 
meet the level of expectations held 
by the players in the games world. 

Full respect must go to Ocean on 
coming up with the goods though. 
O.K it may be a little behind 
schedule, but everyone has 
I problems. Set back number 
\ one was the selected 
amount of animation 
P frames they were allowed 
* 1 for certain sections of the 
\ game. The death 
sequence of the Raptors 
on the night goggle sec¬ 
tion was originally meant to be 15 
frames long. When the program¬ 
mers had finished it was 30 frames 
Ion.This mean it was back to the 
drawing board time for the guys at 
Ocean. 

The game itself is just as huge as 
the film. There's a humongous play¬ 
ing area with acres upon acres of 
sprawling jungle terrain for you to 
roam around in. Lots of complicat¬ 
ed objectives have to be met before 
you can escape. So don't expect to 
finish JP inside a day. 


I^CKANd!|}|, 


The book that started it 
all off. An excellent novel 
that must be available in 
every newagents across 
the land by now. 

^UBASSIO PABX by 
Michael Crichton. 


Above: Gallimimus attack! Get out of the way 
pretty sharpish if you want to stay alive. 


If you don’t fancy a wad 
of text to plough through, 
then check out the official 
JP comic book produced 
by Dark Horse Comics. 


Mmmm. Those walls could do with a bit of a 
clean couldn’t they? Messy devils. 




Raptor at twelve o’clock! Select your weapon, 
take aim and blow him away. 


Raptor! Cornin’ at ya! Blast this beggar to 
kingdom come if you want to keep breathing. 


Search each building for the vital elements 
you need to complete your task. 


Michael Crichton 
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YOUR iV!^'^ : v 

Activate Motion Sensors. Destroy Raptor Nests. 


Radio for Heip. 

Secure Visitor’s Centre. 


Reach the Helipad. 

Stop Escaping Raptors. 


OFFICIAl^'i REVIEW 


WHAT’S IN THE BOX? 







Below: The man behind behind it 
ail, John Hammond, informs us all 
that the Raptors have escaped! 
Cheers Johnny, I was wondering 
what those large dinosaurs were. 


Above: Young Timmy warns you 
that the Gallimimus will only stam 
pede if you shoot at them. Liar! 


Left: Step right up 
to one of the info 
panels inside any 
of the buildings 
and you can access 
the main computer 
with the aid of your 
collected I.D cards. 




This game will last 
you until they finally 
get round to making 
the sequel to Jurassic 
Park. It’s packed full 
of playahility, heautiful graphics and 
animation. There’s even a top notch 
funky soundtrack with It as well. 

Controlling the little Dr. Grant 
sprite can hecome totally addictive 
and once you’ve experienced the 
indoor sections you’ll be stuck in 
front of your SNES for weeks to come. 
This game has an excellent combina¬ 
tion of various game styles and pulls 
everyone of them off with a touch of 



As well as successfully completing your missions, 
you’ve also got the task of finding various objects 
that help you on your journey. I.D cards, extra lives, 
first aid kits and food must be collected if you want 
to remain healthy and alive. 

By the way there isn’t any password options on 
this game. If you die... you’re dead! You do get five 
lives to start off with, but if you don’t make it off the 
island you can continue the game twice, the first 
time with four lives, the second time with three. 


class. A top game that will last you 
ages. Thumbs up all round. 


GRAPHICS///( 90)// 


soNics///////i(86>/ 


LIFE SPAN///(92>/ 


GAIVIEPLAY///89F 


^OVERALL 


II yUM lO IIU& ftIlUfc IlItU «#A|flUllliy CIIIM OUlWIliy piUiJ~ * 

lems and you just want to run about shooting hell out of maniac dinosaurs, then don’t buy this game. If, on 
the other hand, you’re quite taken with the idea of indulging in an addictive prehistoric stroll through every 
small nook and cranny of Jurassic Park, solving complex puzzles and then roaming about in the excellent, 
but spooky, 3D levels, then go ahead... buy it. You’ll love it! 


You need the first aid kit and that ammo, so 
youll ha¥e to deal with the problem in hand. 


Considering there’s a load of dinosaurs living 
in here, it’s remarkably clean and tidy. 
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sary details before climbing into 
your cockpit and launching into the 
unknown. 

As progress is made throughout 
the game, your superiors will eval¬ 
uate your hit ratios and promptly 
decide whether to promote you. If 
you're lucky your life will be made 

much easier as the ben- _ 

efits of upward mobility 
include a better class of 
ship in which to be 
upwardly mobile. 

The game itself doesn't 
change very much, 
which tends to make it 
a touch repetitive if you 
play for more than a few 
hours. If a few other 
mini-games were incor¬ 
porated and interaction 
was better this would 
have been a steaming 
product. Probably as 
good, or even better 
than Elite! As it stands 
though it's not much 
more than a ten second 
blast. Shame, but I hope 
Mindscape bear these 
comments in mind and 
produce WC 3 with all 
these extras and more. 


Playing on the 
flight sim will 
teach you 
invaluable tactics 
during close 
combat. 


and a twisting story¬ 
line. As a space adventure/flight sim, 
though, it only has minimal depth. 

This is largely due to the repetitions 
that occur throughout. 

Playing it for more than a few hours 
left me hored to tears as the action 
had no real variety. Without condemn¬ 
ing Mindscape, as they have a hril- 
liant track record elsewhere, they 
have released a decidely flawed prod¬ 
uct. Perhaps more time spent on 
enchancing this sequel would have 
produced one of the greatest games 
on the SNES to date. Better luck next 
time eh? 


GRAPHICS ///(79// 

Lack of detail during space flights ^ 

spoils the intro sequences I 


SONICS///////(73)/ 

Bleep, bleep and a short boom ^ 

doesn't push the SNES hard enough. 


LIFE SPAN//f(52>/ 

It'll only last until you decide to ^ 

purchase another cartridge. X 


GAMEPLAY/// 79)/ 

Simple to learn the controls, fluent ^ 
action, but too repetetive T 


OVERAU 72 %, 


REVIEW HHamcMi 


MINDSCAPE • £49.99 • mss 


COMMANDER 2 

THE SECRET MISSIONS 




next and all important first real 
flight. 

Looking around the bar you'll find 
you're able to chat to the barman 
with total ease, and useful infoma- 
tion can be dug out of this charis¬ 
matic character. Barmen do tend to 
listen to what's going on around 
them. If you still have some time to 
kill before your next mission you 
might want to grab yourself a drink 
and chat with any of the pilots sit¬ 
ting in the bar. You won't really 
gain much information out of these 
guys but at least they add to the 
atmosphere of the storyline. 

Just as you finish consuming 
your intergalactic beverage, the 
ship's intercom bellows out your 
name, advising you to enter the 
briefing room. Waiting inside is 
your commanding officer, pointing 
at local star charts. Eventually 
you'll be filled in on all the neces¬ 


D ocking on the all-too- 
familiar TCS Tiger Claw 
space freighter we embark 
on several new missions. 
The aim in all is to defeat the evil 
Kilrathi. A quick look back at the 
original Wing Commander reveals 
that it's nearly exactly the same as 
the sequel. The only few differ¬ 
ences are that the missions are 
fresher in gameplay. 

Walking around the flight decks 
of the TCS Tiger Claw (your moth¬ 
ership in the game), there are three 
areas where you can interact with 
other crew members. Each gives 
relevant information about your 
next sortie. 

To improve your flight skills you 
can use the simulator. Find this in 
the officers' mess. Using this 
machine will give you invaluable 
flying experience, helping your 
chances of survival during your 


Your Character 


Interaction isn't a 
prime requisite in 
Wing Commander 2, 
however there is a 
handful of people 
onboard the TCS Tiger 
Claw that you can 
converse with freely. 
The bartender will fill 
you in with an atmos¬ 
pheric storyline whilst 
your commanding offi¬ 
cer will assist your 
enquiries during your 
briefing sessions. The 
Iceman will spin you 
tall stories about 
enemy encounters. 




...b804UAQ u) 9 *vG bGGit tftTiporGrltg ordarad 
out or Vogo S«otor. 

Commanding Officer 


Sir? Dogs this, noon uo don’t hnou uhot 
hind of I7IQSS uiQ're Jumping into? 




Things oro hopponing around hore. U« mr 
boon mohlng o lot of Jumps. 


The Bartender 


strange things going on. 


Iceman - ■/ - 


Blasting its way through 
the stars comes Wing 
Commander 2: The Secret 
Missions. Will it top its pre¬ 
decessor or will it flunk out as a 
revamped original? DAVE 


24 SUPER ACTION 































ivin win win win win win w 





2 REMOTE CONTROL CARS 


COMPO 




Win two top specification Lotus 
remote controi cars. Five runners 
up wiii get a Lotus seif assembie 
kit aii courtesy of those fabuious 
peopie ciown at Marubeni. 


Imagine bruising the shins of inno¬ 
cent shoppers as they run in terror 
through the iocal shopping maii. 
Wouldn’t that be fun? All you have to 
do to get your hands on one of these 
amazing kits is answer the foiiowing^ 
questions. 


Q1. Naine the moustached UK racing drl- 
var who won the FI and Indy champi¬ 
onships? 

a) Nigei Manseii 

b) Nigei Havers 

c) Nigei Short 


Q2. Name the old tims FI goldsn boy 
wftio Is also Damon HIH’s famous racing 
driver Dad? 

a) Graham Hill 

b) Vince Hill 

c) Benny Hill 


Q3. Complete the name of this famous 
racing commentator. Murray ..........I 

a) Murray Walker 

b) Murray Mint 

c) Murray Jones 




lAfin 


liifii 


CLOSING DATE 
10th DEC 


My answers are: 

1 ). 

2 ). 

3). 

NAME. 

ADDRESS. 


POST CODE 
TEL. 


Send your entries to: 

LOTUS COMPO 


Wsfl 
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EUROPA HOUSE 
ADUNGTON PARK 
MACCLESFIELD 
SK10 4NP 


□ / DO NOT WISH TO RECEIVE 
PROMOTIONAL MATERIAL FROM 
OTHER COMPANIES 


All employees of Europress and their families are banned from entering. The 
Editor's decision is final and no correspondence will be entered into. 
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Going up? Make the most of the springs. 





<3e« 


Switzeriand is a chiiiy place, nice view though. 




Here’s Pierre with a range of sugary goodies. 


MINDSCAPE • £49.99 • ONE PLAYER 

Prepare to pull on your food 
finding pants and 
travel the globe with a huge 
UBH net chasing oversized eggs 
and maniac mushrooms, because 
you are Pierre le Chef! JAY 


Time is very important in this 
game. At first it will seem that the 
game is very slow and it looks as if 
it will just con- 

tinue plodding IHHESIQS 

along for eterni- e© 

ty. But give it a 

little time and 

you'll see that 

things begin to 

speed up very 

quickly. You have ^ 

a strict time limit ^ ^ 

to keep to and 

you must collect 

enough grub in S|g 

the stated time 

in order for you - 

to progress onto the next section 
of the level. When you've emptied 
your sack for the final time, a door¬ 
way will appear. Enter this and you 
could be jetting anywhere from 
China to Switzerland. 

Superb animation on every single 
sprite makes Out to Lunch a treat 
to watch. The zany potatoes and 
cool cucumbers are brilliant, and I 
took a liking to the beanie-hat eggs 
too. It'll be no surprise to you lot 
out there, but I really like this 
game, it's very easy to get into and 
has just the right portion of addic¬ 
tiveness for you to continue going 
back for second helpings. 


Watch your step. One slip and it’s au revoir. 


T aking the form of wee 
Pierre you instantly step 
onto a rollercoaster ride of 
a platform romp. All your 
fresh veggies and firm fruits have 
escaped from your fridge and you 
must trot around the world, visit¬ 
ing all the coolest countries and 
capturing your missing grub. 

As always, there's someone slow¬ 
ing you down. He takes the form of 
Le Chef Noir and spends his time 
lurking around the levels waiting to 
unlock the padlock on the fridge 
and let your captured food loose. 

You'll find a large net at the start 
of each level. This is used to scoop 
up the food so you can carry it ail 
back to the storage cage. When 
you've caught something, stand on 
the top of the cage and all your 
captured food will smoothly drop 
down into a safe, secure home. 
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Left: Just one of 
the many world 
wide destinations 
that Pierre will 
hopefully visit. . 


Right: There are all 1 
sorts of crazy 
enemies all the r 
way through this J 
game. Here’s the 
horrid Killer Bee. i 


you^Hhay 


^ tnath 


FRENCH 

FOLKS 

Pierre ie Chef may be a top french 
chef, but he's not the first famous 
french bod to grab our attention. 
Here’s a couple of top frogs... 


' to become a video 
game celebrity to rival 

x.nixca.c f/fg lil(g$ gf BUbSy, 

Magic Boy and numer¬ 
ous other software bouse mascots. 
He’s got tbe size, be’s got that cheeky 
prankster look about him and be’s got 
that cool white hat which blows 
Jamiroquai’s clean out of the park. 

The game itself is Just as cool, 
what with all the dreamy backgrounds 
and hundreds of humorous icons dot¬ 
ted all over the place. Okay, it may 
not last you very long if you’re a full 
time game freak, but for the player 
who likes to take his time and slowly 
chip away at a game, this is definitely 
for you. Grub’s up! 


JEAN MICHEL JARRE; Keyboard 
king who spends all his money on 
amazing light show performances. 


GRAPHICS/// 

Cute chunky sprites give this game 
a touch of instant appeal. 


VANNESSA PARADIS: Robobabe, 
singer, songwriter and le girlfriend 
of dippy hippy Lenny Kravitz. 


S 0 Nics///////( 82 )/ 

stompin’ soundtrack and loads of ^ 

humourous samples. 


LIFE SPAN/// 

Not the most difficult game in the 
world, but it’ll take some time. 


{mi 


GAIVIEPLAY//< 

Easy to get into and quite addictive 
when you do. 




^VERALL 


PAUS£0 


i» 5 < 

QUIT Y MV 




Left: The 


traps Pierre. Avoid 
him at all costs, 
he’ll only delay you 


0^? ocDe>o0d 

ac.’y 


mgktPlekMpfke 
GhllllbaWBleoa 
mdPlemcM 
Umt kl$ ewemkn 


Left: Pierre has 
been struck by the 
killer tomato. All 
infected veg can 
infect Pierre if he 
touches them. 


Right: Surreal 
mushrooms, flying 
eggs, dancing 
pineapples and a 
rather timid 
looking tomato. 


Left: When you’ve 
caught everything 
you need, it’s up 
to you to search 
and find the 
hidden exit door. 


REVIEW 


SUPER ACTION 27 






















































































REVIEW HHomcMi 




CAPTAIN AMERICA 








■ ^ It’s pretty damn hard 

for a beat ’em up, but 
: ’ as I’ve said, for all the 
A A ’ wrong reasons. The 
' ’ graphics are nice 

enough. They don’t jump right out of 
the screen or anything, but they are 
generally passable. 

The neat voice samples throughout 
add a slight comedy touch but it’s not 
exactiy beliyache materiai. 

This game is average. That’s ali I 
can say. There are a lot of totally 
abysmal games on the market and 
there are a handful of classics, but 
this one doesn’t realty fit snuggiy into 
any of these brackets I’m afraid. 


GAMEPLAY// 

Not the most addictive game ever 
created, but it's still quite fun. 


68 ^ 


[OVERALL 


He’s the guy with the thigh length 
boots. Main Weapon: TNT arrows. 


lAWKEYE 
Rea I Hame: 


Snu 

iigSVlKP 70 

HoiSEt: B' 3 ;^ 
230 

Job: 

Securitx 
9uar d 


Left: Klaw and Laser look 
ready for tackling the Cap. 
Beware of the hypnotising 
energy beam, it hurts! 


MINDSCAPE m £49.99 • 1-2 

Step inside a brigM bine 
Jumpsuit, puii on a pair of 
shiny red beets and siap a 
massive ietter A to your 
forehead. Why? Because super 
heroes do those kinda thin^ JAY 

Y ou all know the story, or 
you should do if you read 
last month's Super 
Action, so I won't bother 
repeating myself. Basically all you 
need to know is that Cap and his 
friends must 
beat everyone 
to a pulp and 
save the day. 

The game 
takes the form 
of a horizon¬ 
tally scrolling 
beat 'em up 
set over five 
levels of head 
bashing fun. 

There are 

plenty of beefy enemies for you in 
this one, so if you like cracking 
skulls you may be taken with this. 

I really don't like beat 'em ups, 
and this game didn't even try to 
convince me otherwise. The main 
sprites are way too small for 
starters. There are loads of soft¬ 
ware houses out there producing 
fighting games with excellent 
graphics but with duff gameplay. 
Mindscape on the other hand have 


Above: The Red Skull. You can’t beat him. Or can you? 


Just like it says, choose your hero. 
Now you have to kick ass... 


VISION 


AndroId .^ 
Hea I -tH: „ 1 4 
He i 3HI: B' 3 
WeiSht: 30 

Job: 

Adventurer 


The evil Red Skull army pummel Vision. 


He’s the man in white with all the 
might. Main weapon: Laser bolts. 



IRON MAN 


Rea 1 Name; 


Tonx Stark 

r'- ' 

Health: 155 


Ho i 3ht: 6’ 4 ” 


Woi3ht: 425 


Job: 

: _ ' ' ..Ji 

Invontor 


He’s the man with the cast iron 
pants. Main Weapon: Laser bolts. 


TAIN AMERICA 


Rea 1 Name: 
Sieve 
Ko3er s 
HealtH: 140 

Hoi3Ht: B’ 2” 
Wei3t\t: 240 

Job: 

I 1 1 ustrator 


He’s the man with the skin tight 
jump suit. Main Weapon: Sheitd. 


produced a fighting game with 
excellent (but difficult) gameplay 
and sad minute sprites! What's 
going on? 

As you play this game, you begin 
to realise just how much time is 
spent getting up after 
a punch or struggling 
to get out of a sticky 
situation. When 
you've been 
hit, your 
energy 
points 
will fall 
by a cer- 
t a i n 
amount. 

So, If 
you're hit and are hav¬ 
ing trouble getting to 
your feet, you're going 
to be on the recieving 
end of an array of 
point pommeling 
punches that you just 
can't stop. Thus result¬ 
ing in all your energy 
disappearing, thus 
resulting in ali your 
continues getting used 
up, thus resulting in 
your sudden death, 
thus resulting in you 
getting really annoyed 
with this cart. 

Left: Vision is pumped up and 
raring to go! Whirlwind just lets 
out a girlie laugh! 


Hawkeye gets a jet bike delivered. Climb 
aboard this beast and ride the clouds man! 


Right: Here we see yoi 
cruising the night awh 


GRAPHICS/// 

The sprites are too small, but 
everything is generally groovy. 


SONICS/////// 

Loud and brash comments at the 
start of each level. That's it! 


LIFE SPAN 

It'll last you a while, but you won't 
still be playing it in six months. 
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Kotf Ve /ost your leg but don’t wony. You can 
carry on hopping your way to wictory. 


Jumping 0 ¥er smashed cars and spare wheels 
has newer been so much fun! 






He’s completely legless! Ewen though yo 
got no legs you can still carry on! Craiyi 


ACCLAIM 9 £49.99 9 ONE PLAYER 

I After their amazing 
success on the wee little 

Game Boy, the most HHH 

I reckless drivers since 
James Hunt and Barry Sheene 
finally hit the Super Nintendo! JAY [ 115 


enough game- 
play in this cart to last 
you a while. You’ve 
got four zones to hash 
through and each one 
of them have at least four or five 
stages to them. It’s pretty tough keep¬ 
ing your entire body intact as you try 
to avoid such nasties as Jack Hammer 
and Piston Head. As there is an end- 


G et prepared to buckle up 
your belt real tight 
because the incredible 
crash dummies are about 
to turn your life into a limb losing 
nightmare. You take control of the 
crash dummy super hero Slick 
whose mission is to rescue dear old 
Doctor Zub. 

Doctor Zub is the creator of Slick 
and has been kidnapped by the eviP 
Junkman, who 
is keen to dis¬ 
cover the mag¬ 
ical secrets of 
his own extra¬ 
ordinary (and 
quite special) 

TORSO-9000 
armour 
designs. 

The game 
allows you to guide the accident 
prone Slick through a massive 
amount of bizarre and weird levels. 
Battle through the car scrapyard, 
roam around the robot factory and 
find the Doc. Be careful because the 
Junkman has an entire army of 
mechanical creations on hand, and 
all of them are ready to pounce on 
you and rip out your limbs. 


This game has a strange twist. 
Normally, when you make major 
mistakes in any video game, you 
lose your life. In Crash Dummies 
though, when you make a boo boo, 
you lose parts of your anatomy. All 
this of course stops once you have 
run out of body parts to lose. 

The pace of the game varies from 
level to level. Starting with a hori¬ 
zontal scrolling obstacle course to 
a multi-direc¬ 
tional platform 
extravaganza 
with a wide 
selection of 
crazy features 
and super 
bonuses 
throughout. 

The 
dummies 
started life starring in american 
public information films. They 
proved to be so popular that some 
one actually bought up all the 
rights to them and ended up pro¬ 
ducing a wide range of self destruc¬ 
tible cars and limb losing action 
figures. 

A Game Boy version came out 
around last Febuary and was an 



instant seller. Acclaim 
have used some of 
that addictive game- 
play so prevelant in 
the GB version and 
transformed it beauti¬ 
fully onto the SNES for 
all those eagerly 
awaiting its release. It 
can be most amusing 
watching your break¬ 
able hero lose parts of 
his body whilst leaping 
over cars and dodging 
wayward spanners. I 
suppose that's half of 
their appeal. 



This is a small sample of the 
platform based levels. 


less supply of power ups knocking 
about, though, you just might make it 
to the end. A nice platform obstacle 
course with some groovy little twists 
and variations to keep you interested, 
for a while. 


GRAPHICSfff 


Not overly impressive but they do 
work quite well. 


SONICS/////// 

Plenty of weird boings and squelch¬ 
es to keep you laughing. 


LIFE SPAN/// 


You'll need to spend some serious 
time on this one. 


GAMEPLAY// 


You run, you jump and you fire. 
That's basically it! 



OVERALL 


84 % 
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Mathias 


Pantyhose 


Frederic 


Ranma Chan 


Gosunkugi 


BOYS, GIRLS AND BIG FAT PANDAS 

Everyone of these tough lookin’ dudes has unlimited magical powers and amazing 
special moves. You must select your fighter very carefully, as some of these guys 
are bigger than others. Fireballs and demon punches are all part of everyday life 
for these guys, so take advantage of the more surreal weapons on offer, such as 
the chicken combinations, as they can be very useful indeed. Scrap on! 


Ranma Saotome 


Genma Saotome 


Pantyhose 


Bamboo 


Burning a red hot 
trail from the world 
of Manga, Ocean’s 
revamped version of 
the classic Ranma 1/2 
hits us square in the face 
with plenty of pure 
panda action. JAY 


E arly this year, a Japanese 
software house named 
Masaya released a series of 
beat 'em up games based 
on the exploits of a young boy 
called Ranma. Derived from the 
original cult Japanese comic books 
courtesy of Rumiko Takahashi, the 
game displayed large, bulky charac¬ 
ters with more than their fair share 
of comedy attributes. It was a total¬ 
ly amazing cart, we all loved It to 
bits and it rated a score of 89%. 

Platform perfectionists. Ocean, 
have bought up the rights to the 
afformentioned game, changed all 
the Japanese text and are planning 
to release it officially some time 
after the festive period. 


The story? Oh 
right. Clear your 
head of any 
thoughts and 
read this very 
carefully 
because it's just 
a little bit con¬ 
fusing. For 
starters, Ranma 
is not your 
everyday run-of- 
the-mill teenager. This guy doesn't 
spend all his time stealing cars or 
sniffing glue, oh no. He leads a 
quiet, sheltered life due to the fact 
that everytime he comes in contact 
with water, he changes gender. 
That's right! One splash of the 
dreaded H20 and Ranma becomes 
the butt of endless playground 
pranks and classroom teasing. 

But that's not all. Ranma's father. 


Adeline 


King the cardman puts up his guard as our hero 
prepares to kick his hutt ■ Ranma styie. 


Ryoga displays his fierce firehall as big fat 
Genma stands his ground and erm... looks fat 


Unlimited chicken-on-a-stick combinations 
and cat-on-a-rope devices from Mathias. 


































Below: At the end of each hoot, the 
winning contender shows off, big time. 


Below: Ranma- 
chan (the female 
Ranma) takes 
careofGenma. 


Genma, is in fact a rather plump 
panda with an uncontrollable urge 
to beat up his unisex son. AM 
throughout the game and the 
comic books, Genma is constantly 
popping up either whacking poor 
Ranma with an oversized placard 
or playing some twisted practical 
joke on him. 

All Ranma's friends and enemies 
are in the game. These include the 
amnesiac Ryoga, the Japanese ver¬ 
sion of Gambit - King, and the 
tricky gypsy with chickens up her 
sleeves, Mathias. Each of them 
have crazy special moves and off 
the wall abilities and everyone of 
them is simply a joy to control. 

It's a refreshing change from spin¬ 
ning bird kicks and cyber rubber- 
ducks, and I must admit, it is quite 


rib tickling too. The usual one i 
or two player option is in here H 
and there are up to 12 different V 
characters for you to choose Ij 
from. The luscious backdrops y 
really do complement this cart I 
and I think quite a few people 
will really take to this one. So if 
you're totally bored with all the 
disappointing Mortal Kombat 
hype, then take a stroll into 
Ranmaland and beat hell out of 
an oversized panda. 


See this big butch bull? His name is 
Pantyhose! What a big girl. 


Baddies, Doves, flowers 
and pussy cats. Strange. 


Gosunkugi has a rather special log attack and 
Bamboo has a fetching pair of maracas. Mmm. 


THE COMIC BOOK CONNECTION 


There are several Ranma 1/2 comic books currently on the market, but you’ll only 
find them in specialist stores. In true Japanese style, they read from back to front 
and unfortunately they are all written in Japanese. Nice pictures though. 


Below: A fine example of 
Rumiko Takahashi's original 
comic book artwork. 













































































CLOSING DATE 
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My answers are; 

1 ). 

2 ). 

3 ). 

NAME. 

ADDRESS. 


Send your entries to: 

SPACE COMPO 
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EUROPA HOUSE 
ADUNGTONPARK 
MACCLESFIELD 
SK10 4NP 

. □ / DO NOT WISH TO RECEIVE 

.. PROMOTIONAL MATERIAL FROM 

OTHER COMPANIES 

All employes of Europress and their families are banned from entering. The Editor's decision is 
final and nd correspondence will be entered into 


POST CODE 
TEL. 


Q1. Who was the first person in space? 

a) Yuri Gagarin 

b) Neil Armstrong 

c) Dave Goodyear 

02. Just how black is space? 

a) As black as a black cat 

b) As black as Cilia Black 

c) As black as an orange 

Q3. Who was the first space traveiier in 
the Dr. Who series? 

a) William Hartnell 

b) Jon Pertwee 

c) Aunt Sally 











































<] PROGRAM PAD 

• 30 pre-programmed special moves, 
including a secret code! 

• 6 memory spaces to program your own combinations 
• Mirror function doubles number of pre-programmed moves 
4 LCD control panel to display action sequences 
• Independent autofire control 

• Slow motion SNES VERSION SV 337 £39.99 inc. VAT. 

• See thru casing SEGA VERSION SV 437 £39.99 inc. VAT. 


<] PROPAD 

• 8 Direction thumb control 
• Autofire 
• Slow motion 
• Multiple fire buttons 
• See thru casing 
Rapid fire mode 

SNES VERSION 

SV 334 £16.99 inc. VAT. 

SEGA VERSION 
SV 434 £16.99 inc. VAT 


<3 PROGRAM STICK 

• 30 pre-programmed special moves, including a secret code! 
• 6 memory spaces to program your own combinations 
• Mirror function doubles number of 
pre-programmed moves 

• LCD control panel to display 
action sequences 

• Built-in backup battery for 
memory storage 

• Independent autofire control 
• Variable slow motion 
• Rotatable fire button pad 


SNES ■.'EPSION 

SV 336 £49.99 inc. VAT. 


A New Generation of Controllers from Spectravideo that Will Take You to the Highest Levels of Gamesplay and 
Make You Wonder How You Ever Managed With One of Those Ordinary Types 
LEADERS of the PACK.... STICK WITH US! 


More Winning Products from.... 


OJ Products are available from. 



BEATTIES • BLOCKBUSTER/RITZ • BOOTS • COMET • CURRY’S • DIXONS • FUTURE ZONE • GAME • HMV • JOHN MENZIES • 
OUR PRICE • RUMBELOWS • WH SMITH • SOFTWARE PLUS • TANDY • TOYS R US • VIRGIN ... and all the Best Computer Shops 
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RESERVE YOUR COPY 


Dear Newsagent, 

Please would you reserve/deliver* a copy 
of SUPER ACTION every month for: 

NAME. 

ADDRESS. 

POST CODE. 

Note to newsagent: SUPER ACTION is available on a 
sale or return basis from COMAG 
*Delete as appropriate 
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Yes! Ail you have to 
do is fill out this little 
form and rush down 
to your local 
newsagent, slam it on 
his counter and say 
"Please, please, 
please reserve me 
the next enthralling 
issue of Super Action. 
It’s my favorite SNES 


mag in the whole 
wide world". 

After that you won’t 
have to stroll down 
the shops in the rain 
any more! Now if that 
ain’t helpful I don’t 
know what is! 


UIIIIUACTtOM 


MODEL 


Admit it. You’ve always wanted a 
top model in your bedroom. Let’s 
face it, who would turn down the 


Acclaim and Super Action have 
joined forces to offer you the prize 
of a very old person’s lifetime - a 


PLUS 5 ACCLAIM CAPS 


chance to wake up every morning fully completed exoskeleton model model and another five will 


looking at the object of their 
desire? Now’s your chance. 


of the Terminator. One runner up 
will receive a kit for the same 


win trendy Acclaim caps. 
Hasta la vista, baby! 






CLOSING DATE 
10th DEC 


Send your entries to: 

T2 COMPO 


My answers are: 

1 ). 

2 ). 

3). 

NAME. 

ADDRESS. 


a) As tougli as . 

b) As tou^ ds Diablo 

c) Rock halfd ' • 


iimiA C Tf OIM 


EUROPA HOUSE 
ADUNGTON PARK 
MACCLESFIELD 
SK10 4NP 


a) Stay out of the black & in the red 

b) Chase me 

c) I’ll be back 


POST CODE 
TEL. 


□ / DO NOT WISH TO RECEIVE 
PROMOTIONAL MATERIAL FROM 
OTHER COMPANIES 


All MiployBS of Europnos and diaIr famlllaa ara bannad from antaring. Tha Ertttor'a dadalon la 
final and no corraapondanca will ba antarad Into 


a) None - he’s a vegan 

b) None - he’s a vulcan 

c) Quite a fevt/ actually 



























IT'S OIL ULMEGATACTION! 


For the slickest console lubricant around 
there's only one 

Mega Action 'Gm 

RUN DOWN TO YOUR NEWSAGENTS NOW WHILE STOCKS LAST ! 


























C reated in 1991, Son> 
Electronic Publishing 
have firmly established 
themselves as a major 
player in the media world. 

They devise, manufacture and dis¬ 
tribute business, educational and 
entertainment video games world¬ 
wide. That's not to mention PC 
software. 

There are five sub sections of 
Sony Electronic Publishing. Sony 
Imagesoft deals with all aspects of 
Nintendo ahd Sega (boo) software. 
Psygnosis, already one of the lead¬ 
ing software houses, markets and 
distributes software across all for¬ 
mats. The other three are involved 
in non-console related activities. 

Sony Electronic Publishing iSEP' 
obviously mean business. The 
acquisition of Pygnosis lof 
Lemming fame) is testimony to 
their commitment to quality. 

New York is SEP s world HQ, the 
European HQ being situated in 
London - perfect locations for a big 
time stab at world domination. 

Here we take a look at the cream 
of Sony's latest SNES products. All 
of them are absolutely wonderful. 


Tokys Tsushm Kogyo founded 
Reamed Sony Corporation 
Sony (UK) Limited founded 

■ World's first CD player marketed 
8mm camcorder launched 

■ Digital audio tape decks launched 

■ CBS Records acquired 

■ MiniDisc system developed 

■ 3‘CCD colour camera launched 

■ Development Laboratory established 


/n£. -- 
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Flashb^r.! > j - VJaking up on a 
- planet. ICs up to you io. 
dc: ohhO: your murky past. 
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FLASHBACK 

SONYIMAGESOFT 

OFFia^L 

£44.99 

Another WoHd caused , : 

completely way out . 
graphical present;/ oei. f 
ihe same grour - jui with a y 
clour hiking STEVE ATHERTON 


O ur hero Conrad is an ordi¬ 
nary man, just like you 
and me. Unfortunately on 
the way to the Galaxia 
Bureau of Investigation he makes a 
startling discovery. The molecular 
density analyser which he had been 
tinkering with has revealed some 
astounding facts. Certain key politi¬ 
cal figures show up with higher 
than average molecular densities. 
Which means....ermm, hang on a 
minute, oh yes that's It - they're not 
human. 

They also know that he knows 
that they aren't human. Confused? 
think how poor Conrad feels, he's 
just been banished and had his 
memory wiped. The whole planet is 


after him as well. Not good. 

Waking up in the Jungle the first 
tasks become apparent. Get out of 
here! The course of events is easy 
to follow, find the Holocube get 
your memory restored, go to Earth, 
then defeat the alien computer. 

Easy - well, not 
quite. The first 
stage alone is 
bad enough, 
learning the 
moves and tim¬ 
ing the jumps 
with some 
added target 
practice thrown 
In. 

There are three 
worlds to pass 
through, each 
world has 
dozens of sub 
levels, and all 
might be rele¬ 
vant to the 
story. So many 
games just 
shove them in 
but this little 
number shows 
depth of 

thought with an 
obvious story¬ 
board tech¬ 
nique. 

The holocube 
is the key to it all, throughout the 
game flashes appear giving tips and 


advice. There are loads of 
characters in the game to 
interact with, wait till the 
message prompt high- \ 
lights the character then 
press your action button. 

This can sometimes be the 
only way to gain the nec¬ 
essary information on your 
next task. 

Now a brief word about 
the creatures you will be 
meeting. They are truly 
amazing. From the first 
mutants to the last blob 
type things the only word is 
fantastic. Never before have 
I seen such detail and 
thought put into who you 
will be wiping out in order to 
save mankind. 

Coupled with the graphical 
delight is the music. Digitised 
sound effects are synchro¬ 
nised with both the music 
and the movement. This pro- 
vidies an effective music score 
to the action. The whole 
thing plays like you're watch¬ 
ing a film. Bizarre but quite 
brilliant. 


Contoa Hm-s 
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SKY BLAZER 


SONY IMAGESOFT 
£44.99 


ALEX LEE 



S ky Blazer somehow man¬ 
ages to combine the best 
of the above three games 
- some of the guardians 
and backgrounds are the most 
adventurous, colourful and breath¬ 
taking yet. 

The similarity to Hook, in particu¬ 
lar, is notable. Going on first 
impressions, however, this offering 
could effortlessly transcend the 
platform fairy tale reviewed on 
import way back in the first ever 
issue of Super Action (see page 40 
for mini review and score). 

Set before the dawn 
of time. Sky Blazer 
takes you through a 
world populated by 
great sorcerers, mystic 
creatures and the 
despotic tyrant Ashura. 
The plot isn't an origi¬ 
nal one. Centuries have 
passed since Ashura 
and his massed war¬ 
lords reigned - but he's 



returned and converted all save 
two to his ranks. 

Only a young sorceress and Sky 
Blazer remain untainted. You are 
Sky Blazer - you must rescue the 
sorceress, Arianna. 

To get anywhere near saving her 
from a horrific fate, you must use a 
whole celestial plane load of cos¬ 
mic trickery. 

There are some superbly con¬ 
ceived foes - the squelching eyeball 
monsters are only one breed 
amongst a freak show for which 
even the Elephant Man wouldn't 
qualify. 

Three continents are split into 
several sub levels. Each new hostile 
environment brings with it an origi¬ 
nal soundtrack that, coupled with 
the bizarre psychedelic back¬ 
grounds and bosses, creates feel¬ 
ings of despair, hostility and 
danger. 

You must learn how and when to 
use your spells and weapons as 
you climb, swim and fly in a des¬ 


SENSIBLE SOCCER 

SONY IMAGESOFT 
Price TBA. Out Nov '93 


SOCCER 

NRTIONRt TERMS 
CLUB TERMS 

CUSTOM TERMS 
i_ OPT IONS _ 

'Ck 1 ) 12 . 1 993 seiisxate soriMARc 
iXCtHStO BV III«rci«D0 

UHDCR C;1CLlJ9IUt LXCCMCE TO SOKV lURGESOrT. 2MC. 
Fflan HtRECflDC SOFTWARE 



S ensi can be played by 64 
players. Sixty-four! This is 
getting ridiculous, I mean 
how on earth do Sony 
think you're going to get 64 people 
into your living room? You'd have 
to hire the village hall or some¬ 
thing! Maybe Sony are In league 
with village halls across the coun¬ 
try. Maybe not. 

Paranoia aside, this feature Is typ¬ 
ical of the array of options avail- 

IAN LYNCH able. Weather, pitch, skill levels. 


38 



perate attempt to liberate Arianna 
and save the world from doom 
Sky Blazer, to be released simul¬ 
taneously with a comic book of the 
same name, could easily race to the 
top of the action adventure pile. 



tactics and Uncle Tom Cobleigh and 
all are available for you to set the 
background for your match. 

Multiple options are all very well 
but what sets Sensi apart is playa¬ 
bility. This game is lethal to 
Sunday afternoons. Dogs will go 
unwalked, papers will go unread, 
and pints will remain unswilled as 
underage drinking is swapped for 
overstrong tackling. Overzealous 
tackling is definitely a feature of 
any two player game. 

This brings me onto one of the 
Irritating, but cute things about 
Sensi, the unpredictability of the 
refs. I mean you can take realism 
too far. One will whip out his red 
harbinger of misery at the mere 
inkling that you vaguely considered 
the possibility of kicking lumps out 
of their number nine, whereas oth¬ 
ers are so gutless you wonder 
where their dinner goes. 

Speed is the main problem of 
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LAST ACTION HERO 

SONY IMAGESOFT 


ALEX LEE 




L ast Action Hero, the movie, 
was Amie s idea of poking 
fun at himself. Instead of 
just the odd throw away 
remark In ultra violent moments, 
designed to make his fans howl, he 
went the whole way this time. 

Funnily enough the SNES incar¬ 
nation doesn't, for the time being 
anyway, capture the comic feel of 
the film. It's presently a depresslng- 
ly violent horizontally scrolling beat 
'em up - rather like a solo Final 
Fight at night. 

Your first foes - you play Arnie's 
role as Jack Slater in case you 
hadn't already guessed - are armed 
with knives and baseball bats. At 
this stage, you have nothing but 
brute force and simple karate 
moves with which to fend off the 
attackers. 

There are five levels crawling 
with low life scum. Their sad exis¬ 
tences consist entirely of battering 
good guys for kicks (boom boom), 
so beware. 


TTME : S&t» 


Arnie's a hard act to follow when 
it comes to video game film 
licences as previous titles, such as 
the Terminator, have proved. A 
character with such a 
presence as Arnie really 
needs the silver screen to 
do him justice. 

What is potentially a 
fine release could suffer 
from not being able to live 
up to the reputation of its 
central character. Still, i 
they're will be a full analy- 
sis next issue. 


Sensi. It's too quick to get your facing at the time. The only sur- 
head around. Five minutes each prise is that the goalie has a mind 
way left me in an agitated state, of his own. Both goalies are com- 

not really sure of what was going puter controlled, useful, but frus- 

on, but vaguely aware that some- trating when they make mistakes, 
thing good had just happened. Of This game sweats playability, 
course, I might just be getting old. Even though I had this gem in my 

You soon pick up the basics grasp for a pittance of time I can 

though. In my case this meant a safely say it looks like sending 
quick jab or two upfleld and a killer Striker, Super Soccer and Kick-Off 
shot flying past the post an inch or sliding onto the subs bench, 
two wide. Admittedly these were Reviewing this is going to be fun. 
screen inches but twenty minutes 
or so will see you 
reach competence. 

The controls 
seem functional 
enough. Two meth¬ 
ods of passing 
exist, a gentle push 
along the ground to 
your nearest pal or 



a hefty whack in 
whatever direction 
your player was 
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HOOK 

87% 

One of the most fluid, playable and 
attractive games on the SNES. The 
graphics are gorgeous with little 
detailed sprites and stunning back¬ 
grounds capturing the movie’s feel. 


S tepping into Sly's snow 
boots, your task is to res¬ 
cue your buddies from the 
clutches of the baddies. 
The baddies in question are psy¬ 
chopathic terrorists led by the evil 
Qualen - but you'll only meet him 
in the denouement. 

Although the enemy forces come 
at you thick and fast, there are 
plenty of weapons to be picked up 
along the way. This platform/beat 
'em up relives plenty of the hair- 
raising moments that Sly (or at 
least his stuntman) encountered in 
the celluloid original. 

Along with the combined power 
of fists and feet, an Uzi and knives 
can be used to wear down your 


many opponents. However, treach¬ 
erous natural hazards such as 
waterfalls, rock slides and 
avalanches don't help your cause 
especially when you're being shot 
at from a chasing helicopter. 

Negotiating the terrain while 
keeping alert for deadly enemy 
attacks isn't easy. Your stamina is 
stretched to the limit with engag¬ 
ing foes and being constantly on 
the move. Campfires are located 
randomly throughout, however, to 
warm your aching limbs and 
replenish energy. 

Seven harsh, large and varied lev¬ 
els should prove to be an addictive 
challenge. Setting off somewhere 
up in the strength sapping cold. 


you must scrap, climb and run for 
your life - standing still when an 
avalanche is screaming down 
towards you isn't a good idea. 

Just when you — 

think you may be suf- 1 

fering from snow Jr 

blindness, the half - 

way stage of : 4 *^ 

Cliffhanger throws a (Pf lf 
particularly unpleas- 
ant cave full of bats SO"-/ 

at you. There are k 

many more surprises 
on the way to the 
evil Qualen - find out X i 

all about them in ^ 

next month's Super 
Action. 


EQUINOX 

91% 


This is something of a departure for a 
SNES game. The less than frantic 
pace may come as a surprise. 
However, this is excellent. It’s huge 
in scope and brilliantly playable. 




SUPER BOMBERMAN 

93% 

The best four player video game since 
Lotus II on the Amiga. It’s almost as 
good in single player mode as there is 
sufficient variety of screens, icons 
and enemies for hours of fun. 


'©TrDW[i[L"i7 
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FOOTNOTE; The above games have all been reviewed on import. They’ll soon be available from Sony Imagesoft. 
Bram Stoker’s Dracula, another imminent Sony release, was previewed in issue 10 and will be reviewed soon. 
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0TB EDITOR: Brad Burton 
0TB DESIGN: Jim Eagers 



y ^o. Over the Edse is set to change 
the way games mags are looked 
upon. Only complete anoraks play games all 
day. So we're here to appeal to all those amongst you with a life! Basically this is a sneak 
preview of what you can look forward to in your favourite mag. Every month we'll be 
covering all manner of wild stories and top class features. If it's novel and interesting it'll 
be in here at some point in the future. Hopefully all my hard work will pay off and you'll 
enjoy this issue. If the general response is good, OTE stays and grows. If nobody likes it, 

I Join the dole queue, again... C'mon lets hear your views. Mass respekt, Brad. 



In this issue... + The world's first truly interactive film - Alien War+ 
+ Being a 'Bodyguard'. What's it really like? + 

+ Virtual Reality, details on how you could have your own, at home! + 

+ Win a night in a posh hotel all 'xpenses paid + 

In the near future... Fruit Machinez, Chix, Sportz, Hackaz, Arcadez, 
Fashionz, Muzix, Snax, Tek, Fadz, 6adz. Coming ya way, soon 



No-one can deny the Alien movies 
credit when it comes to the 
action/suspense stakes. Faultless 
storylines, excellent special effects, and 
brilliant direction have helped to build 
the films’ success. Nothing, however, 
could prepare you for Allen War 
Experience. The attraction Is designed 
by Gary GIHis and John Gorman, both 
renowned throughout the movie ^ 

wmm 


I f you're a big fan of the Alien fiilms, 
then you'll love this. London's 
Trocadero - perhaps the biggest 
and best arcade in the UK has a new 
attraction. Forget about Virtual Reality, 
forget about Sega's R360 because Alien 
War is here. It's a 15 minute experience 
that takes you to the far side of the 
galaxy to do battle with an unknown 
xenomorph... an Alien. 










A I 1 e LI lii A experience scary f unf ^ 






Respekt to Gary Gillis, John Gorman, and the man Steve Hime, oh, and of course 20th Century Fox without whose help this Alien War feature would definitely not have been possible! 


^ industry for their theatrical desisns. 

I was invited into the dank, claustrophobic 
tunnels. After the briefins from a tall, muscular 
space marine, I was suided 
throush an airlock. My blood 
turned cold as I walked into an 
environment similar to that of the 
terraforma-base seen in the 
Aliens movie. I was assured by 
the Marines that they could 
Suarantee my safety. 

Even as the area was beins 
secured, I was still apprehensive. As we walked 
deeper into the complex the metal walls 
seemed to inch towards each other. My 
adrenaline was pumpins, and my nerves were 
Soins- It was becomins increasinsly difficult to 
recosnise the fact that I was only a couple of 
minutes away from London’s Leicester Square. 


John Gorman, Producer 




Above: Have you the 
nerve to join the 
Colonial marines? 

Far left: One of the 
beauties you can look 
forward to meeting 

Left: Ail the thrill of 
the movies has 
successfully been 
recreated! 


The creator of the original Alien designs, Hr Giger (Centre) 


Suddenly the lights went out. Two seconds 
later the red emergency lighting kicked in, and 
then, through the haze of the smoke, I caught 
my first glimpse of one of the monsters. Under 
this lighting the Marines hurried me on, running 
through the small tunnels. The 
tension mounted. I heard 
someone scream and one of the 
soldiers advised me to wait whilst 
he checked out the corridor 
ahead. Being a civilian I wasn’t 
allowed to use any weapons, so 
even if I caught sight of one of 
the monsters all I could do was 
point. This, in itself, helped to 
build up the already frightening 
and dark atmosphere. 

We watched as the point man walked 

forward. The motion tracker started to pick up 

something big, moving towards the solitary 

soldier. We shouted warnings, then out of 

Separated at birth? Left: Hudson lays waste to a face hugger. 
Right: I'm actually wearing genuine armour as seen in the film! 


nowhere an Allen pounced and began to 
savage him. The man by my side took aim, but 
couldn’t afford to take the shot in case he hit 
his partner. Then as fast as the monster 
appeared it was gone. So was the soldier. 

The route ahead just wasn’t 
safe, so we took a small fork to the 
left. As we ran, we heard something 
behind us, and spun around. I yelled. 
The marine pulled the trigger and fired 
slug after slug into the xenomorph. 

The flash from the gun could be seen; 
the sound of the bullets and even the 
screams of the dying Alien could be 
heard. This was frightningly real. We 


Gary Gillis, Alien, John 
Gorman (Left to Right) 


ran through the endless 
corridors and then all of a 
sudden came across a mesh floor. I 
could just make out a nest of Alien 
eggs, some of which were opening, 
with face buggers all ready to pounce. How 
were we to get out of this hell? How would 
you? Thats the appeal of Alien War. 

Whether you’re an Alien fan or not you’ve 
really got to enter Into the experience. It takes 
those Laser tag games not only one, but two 
steps further. Don’t expect to be firing a thin 
laser beam into plasticky costumes because it’s 
just not like that. I’ve often considered myself 
fearless, but the realism of Alien War is unlike 
anything I’ve ever experienced. It is genuinely 


, .... Gary Gillis, Director 

scary, and the complex is of 
the same quality as that in the films. The whole 
system Is controlled using some pretty 
heavyweight computers, but I’m not prepared 
to give any secrets away. 

If you manage to escape to relative safety 
which can be found within the confines of an 
Armoured Personal Carrier you can then visit 
the museum. Here you’ll be able to view all 
manner of props and items that were in the 
original films, including the body armour (as 
you can see from the photo, I’m wearing 
Hudson’s), weapons and everything any self 
repecting fan could wish for. 

So, what is on offer Is an insight into the life 
of a colonial marine and a well 


•There'S 

movement all researched and jam packed museum 
over the place, boot. There's also the option to buy 
Eight metres. ,, a load of exclusive merchandise! Now 
Seven... Six... on to the main question, how much 
does it cost? Adults £6.95 and children £4.95, 
which is extremely reasonable if you consider 
you're slap bang in the heart of London. Fan or 
not. Alien War is an experience that you just 
can’t afford to miss. If you’re ever in London 
why not make your way there, but be 
prepared for nightmares (I’m not joking). 

ALIEN WAR, TROCADERO CENTRE, COVENTRY 
STREET, PICCADILLY CIRCUS, LONDON 


John Gorman, Producer 
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Watches 

from 

Zeon 


£9.99 

each 

Just look at the 
exquisite 
workmanship put 
Into 3 iving this stylish 
pink Barbie watch 
that classic look and 
feel. The ideal 
prezzie for your 
sister. 



Ooh, get a 
load of Jason 
he's a real 
dream treat. 
He'll always 
be on hand 
and in view if 
you get hold 
of one of 
these Beverley 
Hills 90210 
time pieces! 



This wrist 
model of 
Thunderbird 
Two, doubles 
up as a 
watch. Press 
the hidden 
button and 
hey presto a 
digital clock is 
revealed. 


w 


Hollywood in the home? The Sharp XV-7I0P is the latest in visual 
technology. It's a compact, LCD projector that is capable of projecting TV images 
of upto 100" onto a superthin canvas screen. Not content with just television 
use its even got the right bits to connect your console, computer even a video 
straight into it. Can you imagine playing Street Fighter 2 with 4ft tall 
characters? Being a top of the range unit, an item of this quality don't come 
cheap. It's gonna put you back a whopping £1799.99, but if you're still 
interested, why not get in contact with your local Sharp dealer? 




Street Fighter 2 is arguably the most successful game in the history of 
gaming. So it comes as no surprise that you can buy ail manner of posters and 
plastic watches. The latest company to get on the merchandising bandwagon are 
top importers. Replay, who have managed to get hold of a few hundred hand 
painted Street Fighter models. From Ryu to Blanka, all are available to adorn 
your mantlepiece for the more than reasonable price of £4.50 a piece, or get all 
12 characters for the more than attractive price of £44.95. Give 'em a ring on 
0924-402244, ask to speak to big Dave Haloran! 


Those masters of the casual look, Joe Bloggs 
together with the biggest software design company 
in the world, ‘Ocean’, have organised 
a special competition. In true OTE style 
one spawney winner will get a prize 
that money cannot buy. 

The first prize is a luxury trip to 
Manchester, where you'll be staying in 
the poshest hotel in town with all your expenses! 
fully paid for. So why not take advantage by 
ordering all manner of executive services and 
banging them on the tab? Live life as a king. The 



biggest event of the trip is a day designing games at 
Ocean software. You'll have the chance to have 
your name written in to one of Ocean's 
forthcoming blockbusters! Phew, you 
want more eh? Well to top all that off, 

I you'll receive a new wardrobe full of Joe 
Blogg's exclusive computer clothing 
directly from the Joe Zone collection, 
plus a big bag of Ocean software! Runners-up don't , 
do that bad, winning a bag full of software/clothes! 
Not bad huh? If you want a crack at winning some 
top clobber, then turn the page and fill in the form. 



Remotasaraiis Rex Since Jurassic Park, the whole world has caught dinosaur 

fever. Despite your second rate plastic lunch boxes, and the 
totally useless (yet everyone buys them) under-sized flasks, 
merchandising is as important as box-office success for a 
film. With all this Dino-mania, a certain US company have 
developed a remote controlled dinosaur! Retailing at a 
mere $99 (£70) it's got all of the usual features- 
forward, reverse and even 
walking on its own two legs. 
There's loads of smart buttons on the 
remote control unit and pressing them 
initiates all manner of roars and screams! Great 
for terrifying cheeky kids. The bad news? No 
official UK launch date has been announced, sniff. 
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There ”s been 
a pretty Major 
event at NolO, 
read on and 
get the low 
down on big 
John... 


ow apt could that heading 
be? It seems that our 
favourite Prime Minister 
has had a British made Hi-Fi 
delivered to his house. The system 
was supplied by Mission - one of the 
UK's leading top end audio 
equipment manufacturers. His set-up 
included a powerful amp, a DAC CD 
player, Mission 753 loudspeakers 
and a special revolver turntable 
complete with a hyper-trendy 
electric blue finish. 

A small package of John and his 
good wife Norma's favourite tunes 
were also included. After a bit of 
trouble, I managed to uncover the 
exact records that found sanctuary 
within the house. A Buddy Holly 
album in place for the man of the 
house, whilst Norma plumped for a 
j Lonnie Donegan greatest hits CD. 
What must the neishbours think? 



I 



I# a story that^s 

lost viroiting to broolc, 
virhy not call 

10625-878888 Ext 314} 
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The all important 
stance, assertive yet 
not aggressive. "It's 
invaluable that you 
fit into your 
location". Standing 
to be seen, is 
generally a bad 
move. But, there are 
times, when a show 
of force is essential. 



" I weigh 175 pounds, 
yet I can benchpress in 
excess of 300 pounds. 
Only the top 10% of 
weight lifters in the 
world can achieve this!" 


the reality 


f late Hollywood has become 
obsessed with the idea of 
personal protectors - Bodysuards. 

What with the Kevin Costner film “The 
Bodysuard” and more recently “In The Line of Fire". 

I caught up with a leading man in this field and 
managed to get the reality from him. For security 
reasons names and places have been omitted. 

The wine bar is crowded beyond capacity, and 
the gentleman I’m all set to meet is nowhere to be 
seen. No sooner have I ordered my drink than I feel 
a hand on my shoulder. I turn around half expecting 
some overweight beefcake, yet the man who stares 
at me is of a tremendous muscular build. He 
Introduces himself, extending his left hand for me to 
shake. I quickly pull back my right hand and shake 
with my left, which in itself is unusual. He Instantly 
makes the decision to leave, I don’t argue, leaving 
my untouched drink to be taken away. Outside, he 
suggests we go to a restaurant. 

I drive. When it comes to talking, he takes the 
lead, avoiding any cliches and 
getting straight on down to his 
style and methods of work. One 
of his major attributes, he told 
me, was the ability to change 
depending on the situation. Being 
able to keep your stature is as 
Important when wearing a sharp suit, as much as a 
pair of scruffy cut down jeans. Given his forthright 
nature, I decide to ask about a large scar on his 
forehead. His instant reply is, something along the 
lines of "you win some, you lose none". 

We arrive at the restaurant. One thing I make a 
mental observation of is the way he speaks. The 
subjects range from politics to boxing, a prime 
example of brains and brawn, several steps up from 
the likes of your average minder. I drum up the 
courage to ask why he shakes with his left hand. His 
reply, "I hit better with my right hand!" Of course, by 
shaking with your best hand, you leave yourself 
vunerable. Just one of the many tips I picked up 


throughout the evening. 

We order, and wait. During this period he reveals 
one or two shady secrets about some major 
business corporations, but never in the same 
sentence as a specific company, shrewd. 

Throughout the evening I hear some amazing 
stories, but Its not ail excitement. "An average day, 
you tend to wait outside a room, standing, thinking 
for hours on end. Nightclubs are the worst, looking 
after your clients, which can be a bit difficult when 
they’ve had a few to many spritzers.” He says. 

“There was this one occasion when a female 
client of mine was being hassled by two drunk guys, 
both of whom were trying to hit on her. She tried to 
tell them she wasn’t interested, yet they persisted. I 
paused for a second, then approached the gents, 
explaining that I was accompanying her. This only 
succeeded In giving them an 
excuse to get aggressive. Two of 
them, one of me, how could they 
fail? How wrong could they be? It 
was beyond talking. The larger of 
the two threw a punch, I blocked 
and responded with a direct hit 
to his jaw, which sent him dropping. Needless to 
say, his friend soon sobered up, and surprisingly 
became extremely apologetic. That was the end of 
that but it annoys me. Some people are their own 
worst enemy especially when they've had a few too 
many to drink. Violence is always a last resort In my 
book, but in certain extreme cases necessary.” So 
how much does a service like this cost? A snip at 
£50 an hour, plus expenses! We finished our meal, 
he gave me his card, and in all seriousness said 
“When you become famous, give me a ring and I’ll 
look after you." I thought I already was, but it’s 
easier being sarcastic In front of my harmless 
computer, than in his powerful presence. 


" Standing outside 
a hotel room for 
seven hours is an 
average day." 
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GET VOUR HANP$ ON lOAPSA GOODIES, NO OUESTIONS ASKED! 

Rather than have you top people answer a heap of boring questions simply fill in this form and you're half way 
to winning one of these excellent prizes:- The once in an issue - Ocean/Joe Bloggs 'be a king for a day or two 
and get tons of trendy clothes as well' compo, a Street Fighter 2 model (except Dhalsim, cos some blaggers 
nicked it) Grab ya pen and get scribblin' it'll only take you a couple of minutes. 


NAME. 

ADDRESS. 


SEX. AGE.SHOE SIZE.CASH BRIBE £. 

ADDRESS THIS COUPON TO:- BIG LESLEY/OTE COMPO DEPT. EUROPA HOUSE, 
ADLIN6T0N PARK, MACCLESFIELD, SKIO 4NP.CR0SS YOUR FINGERS, 

AND KEEP ON CHEKIN' THE MAT UNDER YOUR LETTER BOX! 
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UUST WORSZ 

Next month, who knows 
what treats I've got lined 
up for ya. But let’s just 
say it’s gonna be pretty 
hot! Hey, I wonder if you 
can help me out, i'm 
after photos of strange 
phenomena, ghosts, 

UFO' s, anything that ’ s 
freaky basically. I'm 
looking at the possibility 
of covering this type of 
stuff, so if you can help, 
please get in touch. Until 
next time, take it easy 
my friends. Later. BRAD 






























































































returns! 


tennis balls or you 


Avoid those 


Here’s the main man, General Akhboob! 


Lovers of Super Smash TV can 
now break free from their game 
show studio chains and fire their 
weapons outdoors! THQ crash into 
the biood ’n’ guts genre with a rip 
roaring kili ’em aii reiease. 


Y ou've all seen the prod¬ 
ucts that THQ have put 
on the market in the 
past, and some of the 
more unfortunate among you may 
have actually purchased one of the 
offending items. 

Over the past ; 

year or so, they 
have churned out 
several naff film 

licences and load g 

upon load of bad 

cartoon conver- 

sions, but all this 

has now (hope- 

fully) changed 

with the reiease of Total Carnage. 

Most of you out there will have 
no doubt played Super Smash TV 
and loved its scenes of gratuitous 
violence. Weil, all you blood thirsty 


beggars will be frothing at the 
mouth when you get your hands 
on this gore filled treat. 

After the great war of 1999, the 
country of Kookistan was an empty 
shell. Hundreds of TV reporters and 
many other civil- 
ians returned to 
the country to 
document the 
aftermath the 
war, but they all 
mysteriously dis- 
& ^ appeared! 

~ It is known that 

a certain General 
Akhboob has 
become the sole military power in 
Kookistan by creating an entire 
army of mutant freaks from the 
radio active goo which is produced 
by his bio-nuclear generators. With 


Above: Carnage HQ count up your icons. 


This big beasty takes a lot of hammering. 


00>400 
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Watch out for the carefully hidden explosives. 
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Captain Carnage makes a sharp exit. 


all the hostages in his possession, 
on top of all his freaky front men. 
General Akhboob looks set to take 
over the entire planet. 

This is where you come in. The 
world needs two brave and fearless 
(not to mention stupid) men to 
take on the untold army of radioac¬ 
tive raggamuffins, search for the 
hostages and destroy Akhboob's 
army. You can choose from Captain 
Carnage or Major Mayhem in your 
quest for a free world, and these 
boys have all the experience need¬ 
ed to take on such a mission. 

You have four basic missions 
which span over twenty levels of 
bio-nuclear nightmares. The first is 
the Alpha mission. You must 
engage Akhboob's troops and res¬ 
cue all the hostages. Next is the 



Blow off his arms and you’re in for a treat. 




Oh no, i seem to he cornered. Never mind. 


Save the bahes for extra bonus points! 


Left: Captain 


crowd of 
onlookers the 
power of his 
mighty flame 
thrower. 


Right: These evil 
pink mutants will 
bounce all around 
the screen in a 
desperate hope to 
squash you into the 
floor. Avoid them. 


Below: Major Mayhem totals the tanks. Above: Electric bombs can cause you endless damage. 


Look at the size of his piece! (I meant his gun). 

Baker mission, where you cross the 
airfields and eliminate key targets. 
Following that is the Candlestick 
Maker mission. Neutralize 
Akhboob's ability to create mutant 
troops and then you must defeat 
the big General himself. 

Your final mission (Delta) is very 
simple indeed, all you have to do is 
pick up some milk on your way 
back to base. 

The control configurations are vir¬ 
tually the same as Super Smash 
TV, in that each different button on 
your Joypad will fire your shooter 
at a different angle. As usual, you'll 
be able to collect millions of power 
ups to increase your arsenal, and 
your top L and R buttons will drop 
and prime a time bomb or summon 
an air-to-surface missile strike if 



Finally all that remains is his tubby body. 



you're close to a major target. 

On your travels you'll bump into 
loads of twisted individuals, rang¬ 
ing from mutant soldiers who beat 
you to death with their rifles, to Mr. 
Butane, the man who'll burn you to 
a cinder if you get too close. 

So climb into your 18 hole Dr 
Martens, pull on your sleeveless 
canvas shirt and be prepared to 
join the Doomsday Squad for a 
dose of Total Carnage. 



Glitch City, Arizona! It’s not a nice sight is it? 


I FIRST LOOK 


addictiV^i^^ities of 
^por SihaSil TV snd s 
whole lot more. 

The ides of biowlitg 
miliiohs of mutatsd 
army dudeS to kini^om 
coma is a lot more 
appealing now it's in 
the outside world 
Instead of in some 
crummy television stu¬ 
dio. The number of 
sprites displayed on 
screen simultaneously 
is sta^efing, as is the 
sheer size of some of 
the power ups you can 
pick up. This is definite* 
iy the best game I’ve 
ever seen from THQ, 
aoid I certainly hope it’s 
'^C'^e first of man^ new 
and exciting pied 
that will be Is^ing joy- 
f^'^Hy from their g^m 
stable in th:^ future. JAY 
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Above: Aero learns 
that landing on spikes 
is not the thing to do. 


Way hey! Total trapeze tom foolery! 




Untold clowns try to stop you on your progress. Time your moves if you want to reach the top. 


Another one of Aero’s many talents. 


Right: Climb into the 
cannon and you’ll 
shoot up real high. 


Oh no! Not the old circus/ 
fairground sabotage routine 
again? I hear you cry. Yes it is, but 
Aero The Acrobat’s gonna breathe 
new iife into the big top! 




T here are some games that 
just defy any category. 
Forced to label Aero the 
Acrobat, it would proba¬ 
bly be filed under 'circus/fairground 
sabotage' with only one other 
example to keep it com¬ 
pany (Feindish Freddy 
circa 1989 Tynesoft). It's 
also the type of game 
which makes one won¬ 
der under what influence 
the game designer pro¬ 
duced the game... and 
whether it's available over the 
counter! 

Even by usual daft stan¬ 
dards, the scenario is barmy. 
Miffed ex-clown Edgar Ektor has 
seized control of the World 






from the cage, hop 
on that unicycle and 
make your getaway. 


It’s easy to glide 
with big wings. 
Hover and dive 
your enemies. 


MARUBENI 
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Pilotwings revisited in this dreamy special 
stage. Land well and you’ll be OK. 



Amusement Park and with his 
deranged band of fairground freaks 
is engaged in sabotaging the cir¬ 
cus. The hero is Aero the Acrobat, a 
committee designed videogame 
character with badge, tee shirt, and 
spaghetti shapes potential. A cross 
between Zorro and much misun¬ 
derstood cartoon cult Batfink, his 
name suggests a death-defying 
trapeze-cum-tightrope artiste type 
of guy. This in a game that's got 
everything the average Scooby Doo 
haunted fairground episode has — 
including the ubiquitous runaway 
rollercoaster... 

The player controls Aero as he is 
fired out of cannons dives through 
hoops of fire and bungee jumps 
over treacherous rocks in a bid to 





Left: Leap from ledge to ledge using 
your amazing spin attack. 


Game over Aero! it’s time to hang 
your bat-eared head in shame. 



A Zorro and Batfink combination on a bike. 




me circus / : 
presents somo greaf^ " 
arcade action, but the 
one previous attempt at 
this kind of thing raised 
more laughs than high 
blood pressure. 

Aero is great as an 
advanced Bomb Jack 
type of character, and 
pseudo nasties are 
warped enou^ to gain 
cultish status. The level 
of difficulty is surpris¬ 
ingly high for a game 
which on the face of it 
looks like it’s being 
played for laughs. Nice 
animation, an ingenious 
game scenario and 
stunts all come with the 
package. 

The game is a bit off 
the wall and, combined 
with its obscure nature, 
might gather dust on 
the software shelv“c. 

This would be ^ 

give it a whirl. JASON 


V Ik 

You’ve fust got time to sit 
down and work out what 
you’re gonna do next. Should 
you fly or take the cannon? 
ft’s a tough old life being a 
video game sprite! 


Meanwhile, Lightning produces an 
even more startling doubledrill plus 
the old invincibility routine to take 
the pressure off weary digits. 

After a final tussle with novelty 
act. The Stilt Brothers, Aero heads 
out to the funpark. Here a dodgy 
Rollercoaster ride provides a hair 
raising diversion to the four sub- 
level puzzle, involving keys and 
doors, that need solving. A 
Mechanical Clown needs defeating 
here. Aero must 
double drill on his 
red nose until he 
cries. Onto the 
woods and a 
dizzy-making bar¬ 
rel roll, precarious 
bungee Jump, and 
a rocky ride down 
some rapids gives 
a break from the 
dominant circus/fairground theme 
to the game. Finally, you come 
across a horror museum for the 
final showdown with token evil 
clown Ektor. His weapons are green 
slime and bolts of lightning cour¬ 
tesy of Mechanical Mike and one 
Marvin the Magician, who looks 
suspiciously like Paul Daniels. 

I don't think Aero's going to sell 
many badges but this is a pretty 
fair game. Try flying through the air 
with the greatest of ease. 


Life on the edge - in true video game fashion. 


not only entertain the crowd but 
save them. What a guy! 

Aero's enemy are psycho fire- 
breathers who bid to toast our hero 
while knife throwers, erm... throw 
knives. Enemies include the alarm¬ 
ing spinning clown, a short clown 
with a real chip on his shoulder, evil 
Bruno the nasty trapeze artist and 
the real grudge element comes 
from sacked trapeze artist. Zero. 
Other fairground freaks are Bertha 
the less than gentle elephant baler- 
ena and Ferris Freddy the clown. 

The game is based on the 
scrolling platform game model 
with various circus icons kicking 
around. These 
include a cannon 
and fiery hoop, 
trapezes and 
tightropes, come¬ 
dy balloons to 
float out of trou¬ 
ble, unicycles, 
trampolines and 
see saws which 
Aero must use to 
avoid the barrage of knives and 
attempts to turn him into a mixed 
grill. Aero is armed with a startling 
power drill technique and, in com¬ 
parison, ordinary throwing stars. 

Whilst blasting from cannon, 
bouncing on trampoline and, er... 
see-sawing from see-saws, there 
are plenty of collectables in true 
platform tradition. Food replenish¬ 
es energy, bonuses that produce a 
bonus round to complete, a para¬ 
chute, so called Aero-wings which 
give Aero short-term, precarious, 
and entirely uncontrollable flight. 


FIRST LOOK 
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Speed away on your mean machine hotly 
pursued by a couple of motorbiking psycho 
pigs, each armed with a very big machete. 


With roller skatin’, motorcyclin' 
platform leapin' antics, why not 
join the fun in the rootin' tootin' 
world where perspectivised, 3D 
multi-directional, parallax 
scrolling graphics are the norm! 

S pace Ace, the arcade 
game, was the follow up 
project to the highly suc- 
II ■■■ cessful Dragons Lair. 

Created by the Sullivan stu- 

dios, the games flexed the bound- 
video game animation. 
Now O.D.E., creators of Team 
Yankee pro- 

The Super Nintendo version 
could loosely be described as 
platform game, but as I said, only 
very loosely. The top ^ 
bods at O.D.E have 
utilised lots of 
clever mathematical 
type nonsense to 
create perspectivised 3<D 
backgrounds with multi- 
directional parallax 
scrolling. Til be damned if I 
know exactly what this means 
but roughly translated I believe 
that the graphics have a cinematic 
quality with much greater depth 


individually designed. This way 
there will always be something 
new for you to discover. Stages 
can also be completed in at least 
fwo different 
ways. With 
dozens of hid- 
teleports 
blasting you 
secret 

this game cer- 
. tainly has vari- 

: ety. The 

t - gameplay is 

^ ' enhanced a lit- 

- tie further by 

fuy on the floating plate! gn inset TV 

screen which periodically plays 
short clips from the original Laser 
disk version. 

At the end of each level you are 
given a rating on your perfor¬ 
mance. This must be perfect if you 
are to complete the game. A time 
warp feature allows you to go back 
and replay previous levels, which, 
of course, can be completed in a 
different way. 

. O.D.E claim that 
^ Space Ace pushes the 

Super Nintendo's 
already considerable 
powers to new limits 
r and sets standards in gameplay 
never seen before. The variety and 
playability are strongly evident as 
are the lovely 3D graphics. 
Whether Space Ace will prove a 
winner remains to be seen but it 
looks promising. Keep your eyes 
peeled for a full review in next 
^ months slammin' Super Action. 


and feel. Indeed the backdrops and 
animations are not only impressive 
but smooth and give a real feeling 
of movement. 

Space Ace 
has platform 
style parts 
which you 
dodge 


enemy robots 
green and blue 

swirly things. j 

There is more 

however, than 

mere plat- ^ake a running jump at th 
forms. The game is more like sever¬ 
al games rolled into one and 
combines several different styles. 
Scenes vary from steering Starpak 
(your spaceship) through several 
3D tunnels pursued by enemy fight¬ 
ers to roller skating through an 
amazing 3D rotating maze. 

To increase the lasting appeal of 
Space Ace, each level has been 


Leap between the floating platforms, avoiding 
the fat yellow dude with the stupid hat. 


A tasty fish supper? You probably will be if 
you dont get your butt out of there, quickly. 


EMPIRE 


50 SUPER ACTION 


1F70M 

























Rollerskate your 
way to oblivion, 
or possible motion 
sickness, through 
the manic 
rotating 3D maze. 


xire: 

fr-.R| 

illlU 


A big ,ba(l, blue guy with lots of teeth, purple 
lips, if you’re gonna be scared now’s the time! 


Below: armed with your underwater Laser, you 
attempt to doggy paddle your way to victory! 


iRr 


Above: She’s a 
babe! More than 
that she’s your 
babe! So save 
her! now! 


I FIRST LOOK 


With new three dimen¬ 
sional graphical tech¬ 
niques, Space Ace iooks 
good, with sound back¬ 
drops, amusing charac¬ 
ters and some of the 
biggest bad guys you’ve 
ever seen. 

High on the piayabiiity 
front, by far its biggest 
selling point is its 
longevity. With numerous 
different leveis and vari¬ 
ous ways to complete 
each level you’re not 
going to complete it in a 
hurry. The only draw back 
could prove to be the 
rather unoriginal game 
concept, though admit¬ 
tedly even this is nicely 
executed. NEIL 
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Cool Spot likes his sounds big and loud! 


Here’s Cool Spot just hanging around. 


There’s lots of fun to be had in the bath! 


Collect the spots to free your friends. 

He’S big! He’s round! He 
bounces on the ground! No I’m 
not talking about Dave Goodyear 
— Cool Spot is here to chill you 
out dude! 


VIRGIN 



The backdrops in this game go way past jaw 
dropping standards. My whole body dropped 
when I saw all this dreamy scenery. 


E verybody has heard of 
Cool Spot. He's one of 
those guys you just can't 
miss really. Being an over¬ 
sized smartie in a dashing pair of 
Ray Bans isn't the most inconspicu¬ 
ous attire ever seen but I don't 
think it's bothering this tiny little 
bloke in the slightest. 

I suppose you want to know 
what Cool Spot is doing on the 
SNES don't you? Well, he was the 
slickest character ever seen on the 
(ahem) MegaDrive, so it was only 
fair that Nintendo dug their claws 
into him and made him the coolest, 
slickest character on the coolest, 
slickest console. Don't you think? 

You control Spot on a hair-raising 
mission to find his missing buddies 
who (surprise, surprise) have all 
been caught and locked up in cages 
by the sinister Wild Wicked Wily 


Will (?). It's your job to flip, shimmy 
and slide your way through eleven 
teeth grinding levels and rescue 
your pals before they get eaten... or 
something along those lines. 

As you strut your stuff around 
the seemingly endless levels, be on 
the tips of your sneakers because 
you'll have to deal with Hermit 
Crabs, Spiders, Crazy Mice and a 
whole load of deformed nasties. 

You can blast these bad vibe 
dudes out of your way with the 
help of your bubbles. Yes, I did say 
bubbles. I'm not talking the 
Michael Jackson vari¬ 
ety, but the fizzy bub¬ 
bles you have up your 
sleeves. Tap away on 
the joypad and an end¬ 
less stream of bubbles 




tMi, 






Above: These mouse 
traps will propel I you 
high into the air. Why? 
I don’t know, 
they just do. 
Left: Cool 
Spot 
displays 
a couple 
of his 
poses. 


will fly out and destroy any surreal 
thing that gets in your way. It's as 
simple as that! 

There are six bonus levels dotted 
around for your enjoyment, plus 
scenes set inside bottles, on boats, 
in the bath tub and up in the attic. 
The main Spot sprite is as fluid as 
ever. With over 250 animation 
sequences programmed into the lit¬ 
tle guy, what else would you 
expect it to be? 

This is an excellent updated con¬ 
version of the totally stinky poor 
MegaDrive version released this 
summer. It will have you all wear¬ 
ing sunglasses and playing with yo¬ 
yo's by the end of December. Cool 
Spot is upon us. Watch out! You've 
ail been warned! 


FIRST LOOK 


We all know this one is 
going to be a biggie 
come Christmas time, 
and we ail know that 
Cool Spot is the coolest 
game character to pop 
up in a long, long while. 

This game works 
very well on the SNES, 
as do most platformers, 
but this has something 
more. Virgin have cer¬ 
tainly gone to town on 
the backgrounds and 
the smoother than 
smooth scrolling. All 
this adds up to an 
excellent platform 
jaunt around some of 
the most bizarre and 
surreal settings ever 
seen on the SNES. 

As the press release 
for Cool Spot says, the 
paralax scrolling 
scenery is so cool, that 
your eyes will find it 
hard to believe that 
they haven’t died and 
gone to heaven! JAY 
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ANCO 

ANIA 


To lead a race ef people Into war 
against fellow humankind Just 
because they believe In a differ¬ 
ent religion or listen to a different 
speaker has always seemed point¬ 
less to me. Yet Anco has been 
able to allow people to do so and 
with a massive fun element. 



Keep a small garrison outside your castle to 
defend against sudden enemy attacks. 



M egalomania is one of 
Anco's latest projects 
to be released on the 
SNES very soon. The 
game follows four main characters 
who lead or own a clan of people. 
Playing the part of one of four char¬ 
acters you can create multiple set¬ 
tlements within different terrains. 

Once you've established a castle 
or village within the chosen plot of 
land you may begin designing 
weapons of various descriptions 
with which you can utterly annihi¬ 
late your enemy. 

To add to a more realistic 
approach the game passes through 
different epochs. The first one only 
allows building such things as 
handheld catapults. By the fourth 
or fifth epoch, however, you've pro¬ 
gressed to cannons and guns. 

In each epoch there are three to 
four islands that must be con¬ 
quered in turn before you success¬ 
fully complete that epoch. At the 
end of the epoch you'll receive a 
password which you may use at a 
later date — there's nothing worse 
than having to interrupt a game 
when you've been doing really 

Apaanmnlls 
M§dgtth§ 
midgfeaeh 
Maud $0 they 
maybauddata 
latardata. 


well. 

The whole game could be tagged 
as a Sim City clone because of its 
initial impressions. If you sit down 
and play it, you'll soon realise that 
it's very playable in its own right 
and well designed to boot. 

There's always plenty of action 
on each island from the very first 
epoch onwards. Nothing stands 
still for more than a minute. This 
keeps your fingers very busy. 

As your population increases so 
does your technical understanding. 
Every time the sampled speech 
announces "You've advanced a 
tech level!" your race will be able 
to research something better. 

Similarly, as your intelli¬ 
gence level goes up your pop¬ 
ulace will realise that when 
they build a mine suddenly 
lots of lovely new projects 
can be built with the 

Tiy ta balldaa alHaaea aarty la tba 
gaam. Iteaaldlaataanyoarltfal 



The graphics are drawn 
with intricate detail in 
both the intro screens 
arid main game. The 
sonics that accompany 
throughout are adrena* 
line pumping tunes fur¬ 
ther beefed up by 
shouts and screams as 
your armies pillage 
each screen. 

The most pleasing 
aspect of this game is 
its playability. It just 
runs so smoothly. As 
you advance through 
the ages, every epoch 
is a wonder as well as 
an education. 

Well, we’re looking 
forward to the final 
version with rabbit 
heart beats, but will 
our hearts sink if the 
game proves to be that 
little too easy to fin¬ 
ish? Stay tuned as we 
bring the full insight 
and review of Anco’s 
MegaloMania in the 
near future. DAVE 


improved 
resources. 

Once they're 
making jet 
planes and all 
sorts of mod¬ 
ern equipment, 
you'll have to 
invest men into building a factory. 

Now your empire is growing 
quite drastically you'll notice your 
enemy's is doing exactly the same. 
So timing is important in the game, 
as a late attack can prove futile if 
their defence equipment is of a 
high standard. 

The opposite can happen, they 
gain more land space while your 
mines slowly become depleted. As 
the sampled speech would say, 
"We're running out of elements" 
although it actually sounds more 
like "We're running out of ele¬ 
phants". Knowing this you must 
change tactics to survive. 

By sending out large armies into 
unclaimed land you'll gain new ter¬ 
ritories. Each has different minerals 
to mine, and different weapons to 
make. So once again your brains 
become racked with worry. The 
whole game is best played with a 
good sense of balance and plenty 
of daring. 

If you ever start running into 
severe difficulty in the later stages 
of the game try and make a tempo¬ 
rary alliance with one of the leaders 
that are on the island. This sounds 
a bit crazy, but it's really good poli¬ 
tics to practise. 

By making an alliance with an 
enemy leader you're able to buy 
yourself a large slice of time. 
Instead of attacking you the newly 
made ally will concentrate in 
destroying the other races that 
inhabit the island. This gives you a 
lot of time to grow your population 
and armies. 

The style of the game doesn't 
seem to alter much in the first few 
levels, although isn't too much of a 
downer. This will be reflected in its 
longevity rating come review time. 
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Storming in with an army of 
archers Madcap soon conquers 
his feeble enemy. 


Many hours should be invested in the labs and 
factories to improve your vreaponary. 
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This is how Daffy will greet you at the start of 
each level. Duck Dodgers at your service! 


Every time you use your blaster, the recoil 
from the gun will send you hurtling backwards 






IHEMJ^VIN 


54 SUPER ACTION 


Lava Lakes Pleasure Resort? Daffy should be 
in for some fun here, just check out the drunk! 


Edd had a comedy haircut and 
Donald had a speech impediment. 
Daffy, on the other hand, had the 
best laugh attack since Sid James 
discovered the word "Knickers”. 


-Hnaffriss«arti"9»“* 


1,8 see Daffy'" 


a Above: Lots of WD stars show up very often. 


Y ou can't have missed the 
endless stream of Warner 
Brothers games that 
have flooded the market 
over the past few months. Bugs 
Bunny, Road Runner, Speedy 
Gonzales and Tazmania have all 
graced one or more console format 
recently. So it's about time that our 
top favourite 
duck in the histo¬ 
ry of erm... ducks, 
finally made his 
stunning debut 
on the SNES. 

Based on the 
cartoon series 
Duck Dodgers in 
the 24th and 
half Century, you 

take the role of Mr Dodgers in a 
mission to save the galaxy from the 
evil Marvin the Martian. Set in, and 
around, 20 levels of quirky space 
age cartoon fun, you must rescue 
kidnapped space ambassadors and 
stop Marvin from destroying the 
entire globe. 

As you battle your way through 
space clusters and other such 
delights, it's worth knowing that all 
the gems and coins scattered 
around the stratosphere are there 
for you to pick up. Each item you 
collect will earn you more points, 
and what do points make? Energy! 
Young master Dodgers must main¬ 
tain his health and energy other¬ 
wise the next time he gets struck it 
could be game over, ducky. 


At the start of each section Daffy 
can purchase numerous different 
weapons to help him on his way. 
Enter the little shop and you can 
select as many items as you like. 
That's providing you have enough 
cash to pay for it all of course. 
There are plenty of laser pistols to 
choose from, and don't forget to 
stock up on your 
rocket fuel! 

Fuel? What the 
hell am I talking 
about, I hear you 
cry! Well, Daffy 
has the ability to 
use a special jet 
pack. Batter the 
jump button and 
he'll swiftly shoot 
upwards into the sky, enabling him 
to reach those places he couldn't 
reach before. 

Another one of Daffy's special 
moves is the Nutty Attack. Hit your 
A button and he'll twist and whirl 
around the screen knocking ene¬ 
mies sideways. Ail this spinning is 
topped off with Daffy's excellent 
"Woo Woo" laugh attack, that is 
guaranteed to split your sides and 
give you bellyache until the cows 
come home. 

Below: There are many different situations in 
The Marvin Missions. Mow we’re underwater. 





FIRST LOOK 


What with the grand 
opening of the Warner 
Brothers boutique in 
Manchester city centre, 
Warner Brothers mania 
has hit the Super Action 
HQ in a big way. Certain 
members of staff have 
already expressed a 
deep devotion to a ten 
foot tall Foghorn 
Leghorn in the affor- 
mentioned shop, and 
I’m afraid it’s just going 
to get worse. 

Having this game in 
the office for only a 
few hours created a 
minor tremor, with plen¬ 
ty of people desperate¬ 
ly asking where Porky 
Pig and Elmer Fudd had 
got to. The graphics are 
a delight to watch and 
the game looks like it 
has all the elements of 
a excellent platformer 
with loads of twists and 
turns in it to satisfy the 
most consistent game 
freak. 

At the moment it 
seems great. I’ll have 
to reserve my final 
judgement, of course, 
until it can be reviewed 
properly. We’ll see just 
how good it is in a cou¬ 
ple of months. JAY 




































Below: Here we 
have the top 
pause screen. 


Using your magic bag of potion, you can freeze Ciimb aboard the wooden cart and you're in for 
these pig goblins and simply walk on by. one hectic ride of your life around Meriinland. 


Left: Merlin takes 
a look around the 
entrance to the 
magic cave. 


Merlin’s career in the world of com¬ 
puter technology has covered just 
about everything — but not quite. 
Just when you thought that this his¬ 
torical mage had been fully expliot- 
ed, someone has delved into his 
chiidhood to bring forth a Zeida rivai 
for your SNES. 



Fill up your magic bags at the shop above. 



Using the mirror, you can produce your double! 






Keep well clear of the man eating plants. 


Take advantage of the air hubbies available. 


Cross the bridge and make a speciai wish. 



You’ll meet many aquactic freaks on your way. 



M any moons ago in a 
peaceful kingdom not 
that far, far away 
dwelled a young boy 
called, wait for it. Merlin. Being of 
an inquisitive nature Merlin was 
keen to learn the ancient ways of 
magic and rune reading. 

Many nights and days passed. 
Each day failed to bring an 
insight into the world of 
magic until one fateful 
day. Sleeping alongside 
a quite river bank. 

Merlin became dis¬ 
turbed by the cries of a 
damsel in distress. 

Looking around Merlin 
espied said damsel drowning in 
the river! 

Playing the chivalrous knight Merlin 
dived into the river only to be 
swept away by the overwhelming 
current. Things started to turn black 
for our boy, literally. Poor Merlin 
slipped into unconsciousness. 

The action kicks off as Merlin 
awakes from his reluctant slumber. 
You, or rather Merlin, are confront¬ 
ed with a strange new world to 
explore. For a start leprechauns can 
be seen frolicking in the glade near¬ 
by and there are enough unicorns 
strutting around the place to make 
them seem the most common of 
beasts. 

A quick exploration of these new 
found enchanted lands reveals a 
sinister plot, even more sinister 
than the poll tax of days gone by. 
The surrounding landscape is under 
attack from a very evil king. Not 
just an ordinary king, a shadow 
king! Using the powers of the 
underworld and forces of dark the 
shadow king is slowly destroying 
this magical plane. Should he do so 
he'll rule the realm that lies beyond. 

VIRGIN 


Merlin's home will be destroyed. 

So, armed only with his intelli¬ 
gence and cunning Merlin sets off 
to seek out the enemy and bring 
him to an untimely end. The way 
ahead is fraught with many traps, 
puzzles, and beasts of an evil 
nature, but even these atrocities are 
no match for Alex Lee on a bad day. 

The new lands seem to be mea¬ 
surable in the same vast pro¬ 
portions. Finding a local 
ACME land map. Merlin 
soon learns that there are, 
in fact, ten different loca¬ 
tions he must visit before 
the final confrontation. 
Along the perilous Jour¬ 
ney, Merlin must drench his thirst 
for magic by collecting an array of 
magical items that will bestow 
untold powers. He also gets to 
become rich. On the way Merlin 
stumbles across huge gems worth, 
well, loadsa money! There are 
many features within this game 
that could be easily compared with 
the likes of Zeida III. Still, which one 


FIRST LOOK 


Boasting a massive 16 
megs, Young Merlin 
seems to have it ail. It 
has intricate puzzles 
that tax your brain for 
hours on end and mon¬ 
sters that must be 
fought in speciai ways. 
Put this together with 
superbly drawn graph¬ 
ics, stirring sound that 
takes up at ieast four 
megs of memory and 
Virgin have created 
close to the ultimate 
atmosphere for this 




type of game. Check 
out our next issue for 
the fuli diagnosis of 
Virgin’s latest and pos¬ 
sibly best, fantasy- 
adventure yet. DAVE 
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INTERPLAY 


Left: There's a lengthy 
intro to Rohocop Vs 
Terminator. It basically 
tells the tale and sets 
the mood of the game. 


Right: One of the many 
Terminators commands 
his army of tin headed 
beasties to wage war on 
earth and all its 
breathing bodies. 


the Inspiral Carpets 
shouts loudly at Robo. 
He's not impressed. 


rr k a4 a #f-6*/iA« 
THAT zr. 


Beiow: Grasp the iron 
bars and swing with aii 
your might if you want 
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An atmosphera of 
gloom and doom is 
created the moment 
Robocop Versus 
Terminator is loaded 
up. Games boating 
hostile environments, 
can often be taken 
with a large pinch of 
salt. They often turn 
out to be about as 
hostile as a Bounty 
advert. The back¬ 
grounds in this game, 
however, are really 
foreboiling. 

Sufficiently so to 
make the player step 
into Robots steeiies 
with no thoughts other 
thap to uphold the law. 
serve tho pubitc, ^snd 
destroy tho 
Terminators. ALEX 


P oom! Room! Room! 

Brakka! Brakka! Thump! 
Reace will come, for this 
is the ultimate battle. The 
humans, those desperate sweaty 
things, are nearly gone... 

Connor was right - it was a 
human mind that merged with 
software and joined Skynet. It was 
a cop named Alex Murphy. He was 
half man, half machine - a freak. 
His mind held the special secret 
that gave the junk consciousness. 
It's all his fault. It really is. 

Time to go back before the junk 
took over. Back before a defence 
system became conscious and 
unleashed its nuclear power 
destroying a world full of life. 

Robocop and the Terminator have 
spawned (nearly) five future shock 
movies between them - 
the production of Robo III 
is being delayed because 
of Orion's rumoured 
financial troubles. 

The plot is as convoluted 
as the 'Back To The 
Future' trilogy, but I'll try 
to explain nevertheless. 
In the tiniest of nutshells, 
the plots of the two origi¬ 
nal films have morphed 
together. In other words, 
Robocop is the dude with 
the responsibility of sav¬ 
ing the world from destruction by 
the Terminators. Confused? I am. 

Before having a dabble at control¬ 
ling Robocop, my advice is to read 
the four part R versus T comic 
series or watch the first movie in 
both series. After all that, the SNES 
incarnation is thankfully simple. 


Above: Collect the Robocop Icon and 
you’ll become Invincible - and blue! 


Jfitour Tbfff laMfff 
mmmthiL Climb Cmm 
ami pick off yarn pny. 


I FIRST LOOK 


Miller and Simonson’s classic four 
part comic series has finally 
evolved into a SNES game. Is this 
the end of the world as we know it 
or just the dawn of a new age? 


Above: Robo can 
shoot the dustbins, 
but he can’t jump 
over them no matter 
how hard he tries. 


Controlling the half man half 
machine law enforcer, you must 
blow away everything in your path 
in a bleak industrial platform sce¬ 
nario. It would be very hard to 
recreate the Robo sprite's move¬ 
ments to be faithful to his celluloid 
counterpart, but Interplay have 
done pretty well. 

The impression is given of Robo 
being very heavy and well protect¬ 
ed. His gun may not be big but it's 
certainly loud. He's able 
to fire in eight directions 
in total, but that depends 
on which way he's facing 
- so it's only really four. 

What is disturbing is 
that the women in the 
purple lycra suits with 
big machine guns offer 
little resistance, whereas 
a small rolling beer barrel 
knocks Robo off his feet. 

The challenge is a mighty 
stiff one, but as long as 
the chicks keep falling 
the power ups will just 
keep on appearing. 

This game has a hell of 
lot to live up to. Find out 
next month whether it 
lives up to the amazing 
comics and the fabulous 
flicks. 
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I was expecting a 
slightly better looking 
version of Home AIcne 
with just a smidgen of 
gameplay, but I got 
something a whole lot 
more impressive. As 
always with Ocean plat¬ 
formers, the ^aphics 
are dreamy with plenty 
of large sprites and 
endless humorous 
splattering samples 
throughout. It does 
have an uncanny resem¬ 
blance to Pugsley’s 
Scavenger Hunt. The 
only main difference is 
that Dennis is about 
eight stone lighter than 
portly Pugs! 

As I’ve said, it all 
looks very pretty and 
we’re going to taka it 
apart for a full exami¬ 
nation next issua. JAY 


Johnny Fishtank! Don’t waste time with fish. 


It’s a slippery slide down in the smelly sewers. 


Bek! You’re in the holler room of doom! 


dUfmwwt weapon mUoqmttlmcDkm, 


Bo io Urn opOaaeerooaaadaudu motto 
aotonailo Mw He t odoa.nwlUkolpyoooat 


Ballon water rotMtnn to to tad Witt ttb 
lltOoplatd. Splaot ttaaad §ayo oad ompar. 


If you’re after a straight on shooting derice, 
then the pea shooter is for definitely you. 


seen the film, then 
you’re probably a tad dubious 
about this release. Yes, it’s a plat¬ 
former and yes, it’s from Ocean. 
But is it any good? 


T hat cheeky chappie 
Dennis has done it again! 
Mr. Wilson's prized 
antique coin collection 
has been stolen by the devious 
rogue. Switchblade Sam. So young 
Dennis has agreed to retrieve all 
the missing coins, and in return Mr 
Wilson will forgive Dennis for all 
the pranks and 
tricks that have 
been winding him 
up over the past 
few days. 

On his way, 

Dennis must race 
through five levels 
of habitat horrors 
and water logged 
labyrinths to seek out ail the stolen 
coins. Hidden around each level are 
five main coins. Once you've found 
four of them, the final coin will be 
surrounded by a circle of smaller 
coins. Jump into this coin and 
you'll be transported to the next 
level. 

Dennis has the choice of using 
three different weapons, his cata¬ 
pult, a pea shooter and his water 
pistol. It helps to take advantage of 
the fire power on offer, as certain 


weapons can dispense of enemies 
more quickly than others. 

Each screen is filled with an end¬ 
less army of large, beautifully ani¬ 
mated villains which hinder your 
progress no end. Microscopic mice 
and cats who resemble a slim ver¬ 
sion of Bagpuss will be tailing and 
trapping you throughout the first 
couple of sections. 

You have to 
search down in Mr 
Wilson's basement 
and all over his 
house to pick up 
the selected 
amount of coins, 
and if Mr Wilson 
catches up with 
you, you'd better be careful! He'll 
grab you by the scruff of your neck 
and the seat of your pants and 
carry you all the way back to the 
start of the level. 

There are five end of level bad¬ 
dies for you to conquer. School 
girls, gym teachers. Switchblade 
Sam and giant fish are ail in here to 
make your life a misery. But as long 
as you remember to select the cor¬ 
rect weapon for the job in hand, 
you should do just fine. 


How many times have I told you not to play in 
the kitchen? You’ll hum yourself! Y’listening? 


I FIRST LOOK 


Dennis is up to no good in the woods. Mr.Mutz? 

OCEAN 

NIS 
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IDG^ 


WITH THE ACTIOH REPLAY CARTRIDGE 



YOU CAH HOW PLAY 
YOUR FAVOURITE GAMES 
TO DESTRUCTION!!!! 


‘Pro Actim R^lay is « mean pieco 


Just imagine, infinite iives, uniimited 
energy, speciai effects, extra fuei/ 
ammeter piay on any ievei. Become 
invincible with the Action Replay 
Cartridge for your SUPER NES™, 
GAME BOY™ Console. 


0003 F ■ 84 K 75 





GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, 
STOKE-ON-TRENT, ST4 2RS, ENGLAND. FAX 0782 744292 
TECHNICAL/CUSTOMER SERVICE 0782 744324 


^ So easy to use...if you can play the game 
you already know how to use Action Replay. 
Simply input any of the hundreds^! codes^and 
bust your games wide open!!! 


01350 I 06010 


With its unique built-ih "CODE GENERATOR", 
you can actually find and create your own ^ 
cheats. No need to wait for code updates. Vi 
With this unique feature you have the ability to 
crack the latest, games as they are releasef^ 
No other product can offer this! 


CULLClLVLELI 


Now you can play your^iames^to levels 
that you did not know even existed. This is 
^the cartridge the eij^perts use. 


ACTION REPLAY 


INFORMATION AND NEW CODES 
0782 745990 for the SUPER NES 
0782 745991 for the GAME BOY 

line open S.am - 5.30pm Mon-Fri. 
9.30am-1.30pm Sat. 


Action Replay even works as an 
adaptor so you can now choose from 
the huge range of US & Japanese 
software and play it on your 
UK SUPER NES Console. J 


“NINTENDO", “GAMEBOY" & "SUPER NES" 

ARE TRADEMARKS OF NINTENDO OF AMERICA INC. 


24 HOUR MAIL 
ORDER HOTLINE 
0782 744707 


ORDERS NORMALLY 
DISPATCHED WITHIN 48 Hrs. 



















































ZAP COMPUTER GAMES 

TECHNO HOUSE-LOW LA.NE-HORSFORTH 


LS1 B 4DF 




■ 'zrs 


05-3 2 5 - 9 - 0 - 0-77 


LOW LOW PRICES - ALL THE LATEST GAMES & MACHINES - 
SUPER QUICK OELIVERY- NO SILLY MEMBERSHIP FEES REQUIREO 
TO BUY. OUR MOST FRIENOLY STAFF ARE WAITING FOR YOUR CALL 


ZAP HOURS; 9am-7pnn Mon-Fri • Gam-5pm Sat & Sun • FAX NO: 0532 586523 


ms 





vs SUPER ms 

£120-00 


(-hP&P) 

(INCLUDES I PAD. I UK PSU, I SCART LEAD) 



ZOMBIES ATE MY 
ISEIGHBOVRS 

£ 49 -§§i 



WORLD HEROES 

£ 59 -S§, 



ROCK & ROLL 
MCBYO £49.99 


CALL 


^ SUPER NES 

USA 

U/nRF.n ffF.RfiFS . 

. £59.99 

ZOMBIES ATE MY NEIGHBOIKS . 

ROCK'N ROLL RACING . 

MOUTA1. KOMRAT . 

. £54.99 

STREETFIGHTER TURBO . 

. £69.99 

COOL SPOT . 

OPERATION LOGIC BOMB . 

GnnF TROOP . 

. £49.99 

BOMBERMAN &> MITLTITAP. . 

.. CALL 

MAHrO AT.I. STARS . 

.. £54.99 

UTOPLi. . 

. £49.99 

IRFM SKTNS (RF-RF.IEASE) . 

. . £49.99 

WING COAINLANDER 2 . 

.. £49.99 

RtiriKV ROnENT . 

.£49.99 

NtVP FCtnTRAl.l . 

. £49.99 

MECAROROT GOLF . 

.. £49.99 

T77FF E NUEE .. 

.. £54.99 

JJTRASSir. PARK . 

£54.99 

BATTLE CARS . 

.. £49.99 

OPERATION LOGIC BOMB. 

. £54.99 

EQITINOX .. 

. CALL 

7TH SAGA (RPG) .. 

^n/zn RASEKAI.I .. 

. £54.99 

£49.99 

FOOTBAI ,I ■ ettrv .. 

. £49.99 

FINAL FIGHT U .. 

. £54.99 

LOCK ON . 

. £49.99 

NFL FOOTBALL . 

.£49.99 


. £49.99 

DUNGEON AIASTER . 

. £54.99 

SHATIOWRTTN . 

. £49.99 

LOST VIKINGS . 

. £44.99 

SITPER ITTRRICAN. . 



SOTTT. RI.AZER . 

. £44.99 

FINAL FANTASY H . 

. £49.99 

ACTRATSER . 

£39.99 

BATMAN REJTTRNS . 


STAR WARS. 


CVBFRNATnR . 

.£44.99 

EATAI. EURY . 

. £44.99 

STAR EOX . 

. £49.99 

TINA' TOONS . 

. £49.99 

An(2KEY AIOl TSE . 

. £49.99 

CONTRii in . 

. £39.99 

UN SQUADRON . 

\iARin KART . 

. £44.99 

EAAfn.V DOG . 

. £34.99 

PEBBLE BEACH GOLF . 

. £44.99 

BATTJ E TnAFlS . 

. £49.99 

NCAA BA''7CFTR4l.r. 

. £44.99 

TAZMANIA . 

. £44.99 

ALIEN. . 

. £44.99 

RnVAI. RTTNIRIE . 

. £54.99 

Ann AMS FA\rnYii . 

. £39.99 

BIBSY THE BOBCAT . 

. £34.99 

JOHN MADDEN 93 . 

. £24.99 

StrPER HIGH IMPACT . 

. £34.99 

ROAD RINNER . 

. £29.99 

Cl\I*TAIN NOVAUN. . 

. £24.99 

AMERICAN GLADIATORS . 


OimANDER . 

. £19.99 

pnwF.R xinvES . 

. £24.99 

r.nni. wnRi.n . 

. £19.99 

STRIKE GUNNER . 

. £24.99 

DRAGON'S LAIR. . 

. £24.99 

SUPER VAUS W . 


CHESSM ASTER . 

. £19.99 

SKI nj AGGER . 

. £24.99 

BI.AZE ON. . 

. £19.99 

WARP SPEED . 

. £19.99 

WINGS II . 


TOYS . 


CALIFORNIA GAMES II . 

. £24.99 

PATRIOT PAD . 


MORTAT. KOMRAT PAD . 

£24.99 

XE-6JOYSTICK . 

.. £29.99 

PAL-1 BOOSTER . 

. £29.99 

MULTITAP .. 

. £29.99 

SCART LEAD .. 

. £15.00 

Pl4r^iiiirrT--T... 

. £20.00 

US PAD . 

. £20.00 

TOP FIGHTERJOYSTICK .. 

. £59.99 

SMART CARD JOYSTICK . 

. £65.00 

XTERMINATOR - ACTION REPLAY 
CODE BUSTER . 



Our premises are bulging with games, so if you 
don 't see what you want do not despair Just call! 
All Postal orders and credit card purchases will be 
whisked to you the same day. All prices subject to 
change and availability. Post and packaging - 
Games il.50 - Handhelds ii5 - Consoles £7.50 


SUPER NES 


GAME GENIE . £44.99 

NEW CONVERTER (TURBO i>' ALLSTARS 
COMPATIBLE) . £20.00 


>^FAMICOM 

.JAP/\^^ 

WnRI.n HEROES . 

. £69.99 

FINAI, FIGHT' n . 

. £29.99 

STREET FIGHER TTTRBO . 


MARIO Al l, STARS . 

. £.59.99 

SIPER AIR nrvER . 

. £.54.99 

BOMBERMAN . 


BOMBERMLV 6-’ XHTLTITAP . 

. £79.99 

FORXLXnON SOCCER H . 

. £29.99 

S^TPER EAXm.V TENNT1S . 

.. £54.99 

ALIRIO WjiUUO . 

. CALL 

POP N TWIN REE . 

. £34.99 

PRIME GOAL .. 

. CALL 

4 RT OF FIGHTING .. 

. CALL 

SOLSTICE H (EQIHNOX) . 

. CALL 

SIPER FI CIRCUS II . 


KING OF RAI.I.IES .. 

. £24.99 

BATTLE GRAND PRIX. .. 

. £24.99 

FAMILY TENNIS & MULTITAP .. 


DARHTS FORCE .. 

. CALL 

THITNDERBIRDS . 

. CALL 

SUZUKI 8 HOITRS . 

. CALL 

ACTRAISER II . 

. CALL 

DESERT FIGHTER. . 



NEO-GEO 

UK ^ 

SENGOKU n . 

. £175.00 

SIDE KICK SOCCER . 

. £175.00 

,\RT OF FIGHTING . 

WORLD HEROES .. 

. £175.00 

. £140.00 

3 COUNT BOUT . 

. £165.00 

FATAL FURY H . 

BASEBALL STARS H .. 

. £129.99 

KING OF THE MONSTERS H . 

NI?{fA COMXLVNDO . 

. £129.99 

XH'fTATJnN NATION .. 

. £129.99 

LAST RESORT . 

. £129.99 

THRASH RALLY. . 

. £120.00 

ROBO ARMY . 

. £120.00 

SENGOKU . 

. £120.00 

SOCCER BRjIWL . 

. £120.00 

EIGHTMAN . 



FATAL FURY . £120.00 

ASO II . £95.00 

GHOST PILOT. . £95.00 

SUPER SPY . £95.00 

BURNING FIGHT . £95.00 

CROSS SWORDS . £95.00 

FOOTBALL FRENZY . £120.00 

KING OF THE MONSTERS . £95.00 

MAGICIAN LORD . £95.00 


LEGEND OF THE MYSTICAL NI^JA . £44.99 



2020 BASEBjILL . £95.00 

NAM 75 . £65.00 

BLUES JOITRNEY. . £65.00 

BASEBALL . £65.00 

CYBERLW . £65.00 

LEAGUE BOWLING . £65.00 

TOP PLAYERS GOLF . £65.00 

JOYJOY KW . £65.00 

JOYSTICK . £50.00 

MAGICIAN LORD U . SOON 


DIE STREET FIGHTER TURBO PjW HAS j\RRHED: 

A MUST FOR ALL YOU TURBO NUTTERS 
THE PATRIOT PAD ENABLES YOU TO EXECUTE ALL THE , 
SPECIAL MOVES FOR ALL THE CHARACTERS AT THE 
PRESS OF JUST ONE BUTTON. IT CAN ALSO BE USED AS A 
NORMAL PAD. TAKE IT FROM US IPS AWESOME! 

£24.99 + (£1.50 P&’P) 

MORTAL KOMRAT VERSION AVAILABLE TOO - SAME PRICE: 


NEO-GEO SYSTEM me 1 STICK 

PSU &• LEADS . X300.00 

MEMORY CARD . £20.00 

MANY USED GAMES CV STOCK - 
PLEASE CALL 


^ NEO-GEO 

UK^^ 

SAMURAI SHOWDOWN . 

VIEWPOINT . 

WORLD HEROES II . 

.. £175.00 


ART OF FIGHTING II . CALL 







the price of nffi C 

sm 

-THiStM 

ORDER FORM 

Send to this address: 

ZAP ADDRESS __ 

TECHNO HOUSE 

LOW LANE, HORSFORTH POSTCODE 

LEEDS LS18 40F 


Please rush me the following telephone no. 


ITEM 

PRICE 

POST/P 

TOTAL 

























Please make cheques/PO’s GRAND TOTAL 



Credit card number 


Expiry Date 


□ 

Cheque 


□ 

Credit Card 


□ 

Postal 

Order 



Switchcards welcome 

Please quote issue number for Switch 


Posl and packaging - Games £1.50 - Handhelds £5 - Consoles £7.50 
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""The Chaos theory here seems to 
suggest sheer unadulterated 
arcade fun.” Fun’s what the 
Bitmap Brothers usually provide, 
have they done it again? 


T he Chaos Engine typifies all 
that makes a Bitmap 
Brothers game great — it's 
original, inventive and 
ingenious. The steel and granite 
world of futuristic sport in Speedball 
2, the benchmark blast Xenon 2 are 
well known. Chaos's initial concept 
is not so immediately sexy as a 
megablast or a future blood sport 
though. It's a Victorian adventure 
stacked full of the kind of classic 
Jules Verne or Edgar Allen Poe mate¬ 
rial that exposed greed and depravi¬ 
ty behind the starched white linen of 
Victorian society. 

Converted from the Amiga smash, 
graphics craftsman Dan Malone has 
managed to light this pixel world as 
if by gaslight. This gives it that sinis¬ 
ter, mysterious feel of the world at 
the time of Jack the Ripper. 


Rich Baron Fortesque paid for 
experimentation into what makes 
evolution — the very primeval soup 
that develops all living things. But in 
true Jurassic Park tradition the greed 
of one corrupt sci¬ 
entist leads to cata¬ 
strophe and all on 
the project are 
killed by the experi- 
mented-on beasts. 

Meanwhile, the 
machinery at the 
centre of the experi- 
ment, the Chaos 
Engine, continues 
to churn out beasts. Each creation 
becomes more weird, crazed and 
mutated than the last. 

Years on an ill-fitting team of mer¬ 
cenaries hear of untold riches at the 
mansion and make plans to plunder 




MICROPt 

this treasure trove. Dan Malone's 
characterizations of the team are 
superb, from a dim-witted but physi¬ 
cally powerful thug to a sinister bird¬ 
like priest that's weak but 
Machiavelian. Additionally, the ubiq¬ 
uitous mad professor, the resource¬ 
ful but untrustworthy thief fellow, 
and Brigande, the token Doug 
Mclure-like adventurer and unofficial 
leader are all here. 

The player can 
choose any two 
characters from 
the team, suitably 
one powerful and 
one intelligent. 

The mission 
demands team¬ 
work in the two- 
player mode as 
one character will 
not survive the mission. Notably, the 
one-player mode features the most 
intelligent computer-controlled char¬ 
acter ever achieved, it's able to for¬ 
age and give back-up fire. 

The major objective is to re-acti- 
vate electrical nodes positioned 
throughout the mansion. But the 
mutant beasts, most of them inde¬ 
scribable horrors, keep coming at 
you like Romero's zombies. Riches 
are scattered throughout the 
grounds and again, teamwork is 
encouraged as the loot is equally dis¬ 
tributed at the end. 

Each member of the team has his 
own style of weapon and individual 
skill ranging from a strategist who 
can lay mines and traps that elimi¬ 
nate a number of beasts at one time 
or, in the case of the inventor, electri¬ 
cal know how. So whether control¬ 
ling the thug and his non too subtle 
bazooka, or the inventor and his 
laser gun, the game can be radically 
different each time. The player must 
adopt the thought processes of his 
chosen character and approach the 
game in a manner that suits the 
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Looks like your bloke may have gone ”A Bridge 
Too Far" this time. 

strengths, and shields the weakness¬ 
es, of each team member. 

Adopting an overhead commando- 
style approach there are some 
advanced graphical techniques to 
enjoy such as changes in ground 
level. The sonics, produced by game 
music maestro Richard Joseph, are 
superb, if you move closer or further 
away from something like a water¬ 
fall, or buzzing electrical equipment, 
the noise gets louder and quieter. 

A status screen displays each of 
the team members, their health and 
well being as well as their contribu¬ 
tion to the mission death-toll. Lovely. 


FIRST LOOK 


Chaos gameplay is up 
to the Bitmap Brothers 
unmatched standard. 
They combine tradition¬ 
al arcade elements 
(Commando inspired) 
with some ingenious 
and originai surprises. 
The structure of the 
game is highly inven¬ 
tive such as the eie- 
ment of controi over 
greed which is essen- 
tiai for survivai. 
Graphicaliy, the game is 
styiish, with the usual 
Bitmap level of atten¬ 
tion to detail. The cher¬ 
ry on the cake is the 
superb music and 
effects. This conversion 
front the Amiga hit 
loses none of the 
impact of the originai. 
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A) Medium kick C Light kick 
Top left) Hard punch 
Top right) Hard kick 
Y) Light punch X) Medium punch 


CAPCOM £59.99 OUT NOW 


Yes folks we’re 
back with the con¬ 
clusive part of this 
fabulous guide 
that teaches you 
everything you 
need to know 
about controlling 
the four new char¬ 
acters. So over to 
Baz Diablo, the 
man who kicks ass 
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He’s the tallest and quite possibly the strongest. 
Sagat towers above almost all his opponents 
giving a distinct advantage over characters like 
Chun Li. His main offensive moves are the tiger 
uppercut (or cyber rubber duck- all depends how 
you perceive it) and the tiger fire. With the com¬ 
bination of high and low projectile missiles and 
the bone breaking uppercut, Sagat is one hell of 
a formidable opponent. 


1: The arena is once again graced with the pres¬ 
ence of the extremely tubby sumo wrestler. 
Because of his weight problem Honda can be quite 
often caught off guard when it comes to defending 
leg semps. — 


1. At the start of the 
match Ryu/Ken will 
perform either of the 
following moves; 
They’ll either jump in 
with a hard kick or 
stand and launch a 
fireball. Negate this 
with a fast and high TF 
(tiger fire). 


2: Then leap up into the air 
and thrust your knee into his 
head by pressing the light 
kick button. When repeated 
a few times this will force 
him further into the corner. 

He's trapped. 


3: Now Honda’s been cornered you 
may want to launch one of your 
world famous uppercuts. This will 
undoubtedly stun the fat giant 
allowing you to lift him aloft and 
throw him over your shoulder. 


2: If Ryu/Ken are 
still throwing fire¬ 
balls jump in 
quickly with a hard 
kick to make them 
think twice. 


3: Then if she ever 
makes the fatal 
mistake of getting 
too close the Thai 
giant will punish 
her with a swift 
and all too damag¬ 
ing medium kick. 


1: As the round 
begins throw 
your body into a 
small TU (tiger 
uppercut) to 
hopefully block 
any of Chun’s 
attacks. 


3: If you’re still in close after 
the jump kick deliver a medium 
kick. This powerful kick will 
make contact twice making 
Ryu/Ken quite dazed. 
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2: If Zangief ever decides to try a run and 
jump combo retaliate with a strong TU, 
this will certainly knock the wind out of 
his sails. 


1: Keep the [ 
lumbering giant 
away from you 
by throwing 
multiple iethar- 


1: Seeing as Blanka likes 
to hunch himself up into a 
tight ball at times you 
should correct this error 
by hitting him a slow but 
burning low TF. 


3: If you’re standing toe to toe with 
the Russian giant then use extra hard 
kicks to push him away. Don’t bother 
with your light kicks as Zangief has a 
quick recovery rate. 


2: If you’re quick on 
the old reflexes you 
may be able to use 
either a hard punch 
or TF to stop his 
rolling attack. But be 
warned the hard 
punch isn’t an 100% 
reliable option. 


3: If you feel that Blanka is getting too 
close and at any moment may try to bite 
your face off, use a few light and low 
kicks to push him away from you. 


1: Because of his 
special moves 


3: If this combi¬ 
nation is repeat¬ 
ed you’ll soon 
find yourself 
tossing a retired 
Vietnamese vet¬ 
eran over your 
broad shoulders. 


direction 


1: The two hardest hitters 
prepare to slug it out for 
the first time. The person 
to have the advantage 
here is Sagat due to his 
reach. So at the beginning 
lunge forwards with a 
hard punch. 




2: Although it’s sometimes effective, 
Dhalsim’s sliding attack leads him into 
one of the most vulnerable positions 
he could possibly be. When this does 
happen use a hard sweep kick to 
knock him down onto the floor. 


3: Sometimes skill overcomes sheer strength, how* 
ever Dhalsim will learn the error of his ways when 
he tries to grapple the 7’ kick boxer. 


3: With the boxer strug¬ 
gling to win back the fight 
you may use this extra 
aggression by launching 
yourself into several knee 
drops to his head. 


2: Then singe the boxer 
to death with a large 
array of high TFs. This 
will eventually lead 
Bison into something 
painfully rash. 
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1:The Spanish ballerina 
gets his just desserts as we 
fly to the sparkling Spanish 
cafe to do battle with the 
poofiest fighter of them all. 
Low and fast sweep kicks 
are a good way to gradually 
wear him down. Keep your 
distance, mind. 


1: At the very beginning 
of the fight start deploy¬ 
ing multiple ground-level 
TFs. This will help keep 
your enemy’s missiles out 
of harms way. 


2: When you’re 
right next Sagat 
start whacking him 
with a collection of 
hard kicks. Any 
other kind of move 
at this point in time 
could result in 
severe injury. 


2: Whenever 
Balrog launches 
himself into his 
famous rolling 
attack, use a low 
TF to stop all that 
nonsense. 


3: If you ever man¬ 
age to wear Sagat 
down into a daze 
use a hard throw to 
damage him fur¬ 
ther. Other things 
like the TU don’t 
work as well as a 
throw. 


3: There isn’t a real tactic to adopt 
when fighting Balrog as he tends 
to be quite erratic. At some point 
during every conflict Balrog will 
leap onto the fence at the back of 
the cafe. When he does this wait a 
few seconds and then back off and 
wait until he leaps off the fence. 
Use this chance to inflict a TU into 
his face. hhh 


VEGA 

Nobody seems to know of the origin of this mystic fighter, but rumours indi¬ 
cate the does originate from some sort of eastern country that’s populated by 
communists and druggies. But from the dregs of this part of the globe 
emerges one of the strongest and most disciplined fighters of them all, Vega. 
Using abnormal fighting techniques and magical powers he has to be one of 
the most formidable fighters in the whole world. 


1: Due to the fact that 
Sagat doesn’t have 
any decent uppercuts 
other than TU, block¬ 
ing is the best way to 
deal with aerial 
attacks from Vega as 
he’s too quick to coun 
teract properly. 


Vega ir Ryu/Ken 


1: To get the very best 
out of Vega you’ll need 
to use the following 
trick; keep pulling 
down and away on the 
joypad to constantly 
charge up Vega’s pow¬ 
ers. If Ryu has opted 
to use multiple fire¬ 
balls to start with use 
the flying head stomp 
to slow down his game 
a little. 


2: When Vega does 
get too close for 
comfort show your 
feelings and 
unleash a medium 
TU to warn him off. 


3: Throughout all of the fight you’ll probably 
have to stay on the defensive side more 
than offensive, especially when it comes 
down to dealing those flaming torpedoes. 
The best way to deal with such a problem is 
to throw a TF in his direction inflicting load- 
sa damage. 


2: Then as Vega floats back 
down use a hard punch to 
cause that little bit more 
damage. 
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Ifega v Honda 


2: Honda struggles back up to his feet 
only to find that Vega has been concen¬ 
trating all of his energy into a flaming 
torpedo. Unfortunately Honda hasn’t time 
to block such an onslaught. 


1: The Chinese babe now faces someone who has 
also perfected the head stomp but Vega has mas¬ 
tered it to a much greater extent. Using this 
manoeuvre Vega can trap the beautiful Chun into 
the corner of the arena. 


2: Once trapped within the cor¬ 
ner Chun is quite vulnerable to 
Vega’s throwing techniques. Do 
so only after you’ve just used 
the head stomp. 


1: The japan- 
ese once 
again prepare 
for another 
stiff beating 
as the uni¬ 
formed Vega 
slides in to 
attack the 
excessively 
large sumo 
wrestler. 


3: Eventually skill sur¬ 
passes blubber as Vega 
continues pummelling 
Honda with a barrage of 
hard kicks and punches. 
Pretty soon Honda will 
collapse underneath a 
circle of sparkling stars. 


3: If you ever manage to lose con¬ 
trol of the situation temporarily 
regain it by using your slide kicks 
every time she tries to jump kick 
you. 


Vega v Blanka 


3: The wrestler tries to gather 
his senses as he hauls him¬ 
self off the factory floor only 
to be greeted with Vega’s 
dazing scissor kick. 


1: The Brazilian beast now has the 
chance to prove his might in the 
next contest. Before the fight 
actually begins Vega channels all 
of his psychic powers into the 
flaming torpedo. 


2: Zangief rubs his tattoos better as Vega 
prepares to throw himself into the leg 
slide, knocking the huge Russian down 
with great force. 


1: As the russkie tip-toes closer 
to the concentrating Vega he’s 
soon caught unaware as Vega 
suddenly wakes and floats over 
him with his head stomp. 


1: If anyone knows any¬ 
thing about Vega it has 
to be Guile. From the 
distant past Vega recog 
nises the American 
marine and decides to 
finish what he had start¬ 
ed. Focusing his hatred 
for the American, Vega 
starts with a medium 
range flaming torpedo. 


2: As the half-man, half-beast 
begins to recover from the intense 
heat of Vega’s flames, Vega reach¬ 
es forwards with full aggression 
and throws him over his hips hard 
onto the wooden floor below. 


3: Guile is now quite 
enraged by this 
attack combination 
and tries to use his 
flashkick finding him¬ 
self caught out by 
Vega’s torpedo. The 
rest is just history. 


2: If Vega ever finds himself too close to 
the rubber man he’ll use the long range 
torpedo to get himself out of this nasty 
predicament. 


3: As the green skinned beast 
curls himself up and starts to 
use his unique rolling attack 
Vega returns the compliment 
with a medium kick just when 
he’s in mid-flight. A few hits 
like this and Blanka will find 
himself on a hospital bed. 


1: Vega has the distinct advantage as he 
steps into the ring to fight with the yoga 
abusing Dhalsim. Starting the fray with the 
head stomp, Dhalsim is powerless to avoid 
or stop such an attack. A few more of these 
and Dhalsim will be knackered big time. 




























































2: If you’ve managed to throw 
Vega and he’s still quite close 
to you, start using a few light 
punches to clear the ground 
between yourselves. 


3: Balrog’s mistakes mount up as 
Vega is able to outsmart the 
Spaniard with a plethora of high 
kicks. The crowds are no longer 
cheering the masked dancer. 


3: Once the first two tricks have been used 
Vega backs off for a while. At this point 
Bison thinks to be a good idea to rush in 
with one of his super punches. Vega spots 
this a mile off and decides to deploy his 
scissor kick catching the boxer completely 
off guard. 


Vega v IVI. Bison 


Vega it Vega 


1:The key to beat¬ 
ing your alter ego is 
to stay on the offen¬ 
sive at all times and 
to start pushing the 
foe deeper into the 
corner. Once you’ve 
achieved this he’s 
quite easy to throw. 


2: Pursuing the 
conflict further, 
Sagat charges 
forward and soon 
runs into the 
flaming fist of 
Vega. Two punch¬ 
es later and 
Sagat falls into a 
hefty coma. 


3: Once Sagat is knocked down he’s easy to 
keep down by using a constant stream of 
flaming torpedoes. 


1: Bison’s major weakness is once again 
exploited by the powerful Vega. A quick 
demonstration of his fabled slide kick is 
enough to cause Bison some damage. 


Vega v Balrog 


The armies of Vega 
march in celebra¬ 
tion as Vega once 
again proclaims to 
be the ultimate 
fighter in the world. 
Perhaps he is, or 
will someone else 
challenge him next 
year? Could they 
even beat him? 


2: As the bronx bomber lifts 
himself off the tarmac Vega 
increases the temperature 
slightly by using the all-too- 
familiar torpedo trick. 


2: As soon as Balrog takes to the 
skies Vega takes the opportunity 
to perform the flaming torpedo for 
the cheering crowd. 


Vega v Sagat 


1: Pupil meets master 
as Sagat challenges 
Vega for the crown. As 
soon combat begins, 
Vega leans back 
slightly and pushes his 
body weight forward. 
This launches him into 
a rapid sliding attack. 


1:Bue to his 
immense speed 
and accurate 
skill, Vega has 
his work cut out 
for him as he 
enters the Span¬ 
ish cafe for the 
first time. 
Disturbed slight¬ 
ly by the cafe’s 
atmosphere 
Vega waits for 
Balrog to make 
his first move. 
Balrog is usually 
caught out very 
easily. 
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DR BARRY 


• Dim the lights, draw the 
curtains and lock the doors 
and windows. Let nobody see 
this page, for on this singular 
page for it reveals more 
cheats, codes, and game 
pokery than any other rival 
magazine. 


I^e PRINCE OF 
PERSIA 

Once again we treat all of you 
Genie owners with a few 
codes from the kindness of our 
hearts. 

6D320FA1 + DC3204D1: The 
sands of time will no longer 
flow freely. 

FD3004A5: This will grant you 
15 units of energy. 



6DC06701: Now you can fall 
from any height without sus¬ 
taining damage, unless there's 
spikes at the bottom! 
BA69ADA1: Any enemy 

encountered will instantly 
drop down dead with fright. 
F7B7D46E: A level warp all the 
way to stage 20. 

\ ___ / 

• STARWING 

We can also do some codes for 
Starwing as well! So come on you 
lot get those Action Replays going! 
7E16EC03: Journey through those 
harder routes with this infinite lives 
trick. 

7E15AD03: Blast everything away 
with your infinite supply of smart 
bombs. 



• SUPER GHOULS 
AND GHOSTS 

Eerie adventures and spooky mon¬ 
sters can easily wear down the 
toughest of arcade players, so what 
do we do when this happens? We 
cheat like a complete nibber, that's 
what! Just go to the options screen 
and highlight the 'exit' command. 
Then press and hold the L and R 
buttons together to enter a brand 
new level select screen. Big thanks 
to Mr. 'Three pints and I'm doomed' 
O'Connor for that one. 


SUPER STAR 
WARS 

Recently sent in by a young 
man called Ross Cooper, this is 
a superb little cheat for SSW. 
When the main title screen 
appears tap in the following 
button combination on joypad 
one: A, A, A, A, X, B, B, B, B, Y, 
X, X, X, X, A, Y, Y, Y, Y and B. If 
this was a resounding success 
you'll hear a little but familiar 
voice. To activate the cheat 
properly you'll need to be play¬ 



ing the game, buttons L and R 
on joypad two will take you to 
a secret options screen where 
you can alter your lives and 
weapons. Pressing start on 
pad two will simply take you 
to the end of the level you are 
playing. 



Game just too tough huh? Well 
annihilate all of those hideous 
and scary aliens with these fol¬ 
lowing Action Replay codes: 


7E14C604: Now you have 
enough petroleum to burn 
down the whole planet. 
7E15D408: Keep that pulse rifle 
active for the entire mission. 
7E15DC08: Zillions of grenades 
to fire about. 

7E124499: Infinite energy, but 
everytime you enter a new 
location one alien will be able 
to hit you, once hit you'll 
remain invincible for the rest of 
the level. 


• TUFF ’E’ NUFF 



So you're bored with the choice of 
characters you've got? You want to 
play as some of the other dudes? 
Well enter the mode screen and 
push left thrice, right thrice and left 
seven times. Press start and you'll 
hear an explosion, you'll now be 
able to use the bosses as a normal 
character. If you want player two to 
able to use the same trick repeat 
the above and push the reset but¬ 
ton. Then enter the mode screen 
again and push the D-pad to the 
right thrice, left thrice and right 
seven times. Complete the combi¬ 
nation by pressing start to hear the 
secondary explosion. 



STRIKER 

Football rampages are by far 
the best pastime any brainless 
thug could embark upon. I for 
one condemn it, if only 
because the police caught up 
with me at a later date. 

But anyway. If you're wanti¬ 
ng a stupidly brilliant team to 
play with then type in the 
entire alphabet on the pass¬ 
word screen, but leave out all 
of the vowels i.e. A, E, I, O, U, 
just incase none of you lot 
knew that. (I'm surprised you 
do — Ian) 



• GODS 

If you use these Game Genie codes 
your journey to Olympus won't be 
so much of an uphill struggle. 
1DE731E8: These shields will pro¬ 
tect you for the duration of each 
level, well, near enough. 

C269C1EB: Don't take any chances, 
instead take millions of lives. 
A28435EC: All the items in the 
shops are being given away! 

( • SUPER ^ 

ADVENTURE 
ISLAND 

Playing the role of a small boy 
who's fighting evil monsters 
on a deserted island isn't a 
very attractive role. Still, 
there's many people who will 
disagree with me, some say it's 
a top notch platform game. 
But this isn't the issue here, 
instead I have a level select 
cheat for you! Load the game 
as usual and wait for the main 
title screen to appear, then 
press buttons, R, R, X and 
start. There you have it, the 
level select screen. 
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The art of fighting is 
far from dead and to 
prove this theory, 
Mortai Kombat chai- 
ienges aii mortais to 
participate in the 
deadiiest tournament 
ever. Master every 
fighting technique 
with this compiete 
guide to overcome aii 
who dare oppose you. 



KEY TO THE SPECIAL MOVK 


Now let’s see how to use the special moves... 

KEY: AsAway, T=Towarcls, D=Dowii, U=Up, HP=High punch, 
LP=Low punch, HK=lligh kick, LK=Low kick, BL=Block, 
DTsDown and towards, DA=Down and away. 



Hollywood's finest actor has (iroved himself to be the ultimate 
on-screen Tighter. Bored with choreograiihing all his martial 
arts, he travels to Shang's island to com|iete in the tournament. 
Armed with his legendary shadow kick and his amazing fireball 
he's a formidable fighter. Due to his amazing ego he can be eas¬ 
ily caught off guard. This makes him ultra vulnerable to skilled 
experts like Scorpion. But if combat is taken to the air he'll 
whip them all with his flying punches. 


JOHNNY CAGE DEATH MOVE: T, T, T and HP. 

I 


L^ 


The shad¬ 
ow kick: 
A, T and 
LK. 


The green fire¬ 
ball: A, T and 
V LP. 



F aavijrij 

i ★ 
:★ 

* ★ 


ti 






★ 

★ 

★ 

★ 


With a loud clap of thunder, Rayden will electrocute his way 
through the entire tournament bringing eternal misery to all 
who oppose him. Originating from the heavens, Rayden 
assumes the form of an ordinary human for the duration of 
the tournament. Although he's taken on human form Rayden's 
wisely kept a few powers from his greater incarnation. 
Particularly the control of lightning and molecular construc¬ 
tion. Teleporting around the arena, Rayden will unleash huge 
multitudes of lightning bolts which cause some serious dam¬ 
age to his chosen victim. If this isn't enough he'll then 
stretch his body into a torpedo shape and then thrust for¬ 
wards crushing any mortal on the receiving end of this fatal 
blow. A powerful character that is almost ideal, but his tele¬ 
portation ability is easily caught out by other projectiles. 


RAYDEN DEATH MOVE: T, T, A, A, A, and HP. 

Lightning bolts: . '! 

Torpedo: A, A and T. D, DT, TandLP. J 




Teleport: D and 
U very quickly. 



Kano is most definitely the wrong man for the job. Okay so he 
may be a merciless thug that's tough and resourceful, but he'll 
never be a match for any trained combatant. In distant com¬ 
bat, Kano enjoys hurling knives at his far away foe, once close 
enough he likes to thrust his metal plate into their face. 

Kano's only special move is the roiling attack. Ignoring the 
laws of gravity for a few moments, Kano will curl into a ball 
and propel himself towards his enemies with high velocity 
knocking them straight down to the floor. Only use this charac¬ 
ter if you're feeling mighty brave. 



DEATH MOVE: D, DT, T, T and LP. 

F 



Rolling attack: Hold ^ 
down BL and rotate ^ 
D-pad 360 degrees. ^ 


Knife 

throws: Hoid 
down BL, A 
then T. 


SUD-ZERO DEATH MOVE: T, D, T and HP. 



Much to the disgust of Japanese ninja, the Chinese have intro¬ 
duced their version of the ancient assassin. The end result is a 
superb fighting machine that's able to control the elements with 
ease. Forcing the law of physics to change momentarily, Sub- 
Zero will produce a small chunk of liquid nitrogen that freezes 
any poor soul into an icy statue leaving them totally defenceless. 
To add to this ability, Sub-Zero can slide across the length of 
the arena with an extended leg that will instantly sweep an oppo¬ 
nent off their feet. Once you've mastered the controls, Sub-Zero 
should be considered as a possibility to be your new champion. 


% 

Ice missile: D, DT, T 
and LP. 


Slide kick: A and 
LK, LP,BLat the 
same time. 
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Concorde kick: 
T, T and HK. 


Fireball: T, T and HP. 


UU KANG DEATH MOVE: Hold BL and rotate 
D-pad 360 degrees towards enemy. 



SONYA DEATH MOVE: T, T, A, A and BL. 



Leg toss: D 
and LP, 

=.• LK,BLat 
the same 
time. 



The proudest and by far the purest contestant to enter 
Shang's realm. After studying martial arts all of his life, Liu 
is a very positive fighter. His determination and concentra¬ 
tion surpasses all others. Upon focusing his mind into a kind 
of kinetic energy resource, Liu will summon a large ball of 
orange flame and then direct it against his chosen target. 
After scorching his enemy into a blackened mess, Liu will 
once again use his inner force and deploy a Concorde kick, an 



Energy wave: A, A 
and LP. 


The only female entrant this year, and this is because she 
was chasing Kano for crimes he committed elsewhere. Trained 
in a special forces unit, Sonya is used to dealing with hard¬ 
ened criminals like Kano day in day out. But now she's prob¬ 
ably out of her depth. Her only missile weapon is the energy 
wave, a series of circles that vibrate and confuse her enemy 
into a strange paralysis. Sonya's second offensive manoeuvre 
is the leg toss, by standing on her hands and flipping her 
legs towards the opponent, she'll grasp the enemy firmly 
between her legs and bring them back over for a bone 
crunching slam. Sonya's good for a few bouts but has no real 
staying power when pitted against the endurance rounds, let 
alone Goro! 







ordinary flying kick that happens to go at three times the 
usual speed. This marvel of martial arts can surprise most 
fighters with his amazing speed — even Rayden finds him a 
handful! Quick on his feet, supple and agile enough to win 
most bouts, Liu makes a very good starting choice. 


REPTILE 

To fight with the elusive Reptile you’ll need to perform the following; Start 
the game with any character that doesn’t require a blocking action when 
using the fataiity manoeuvre. Then fight your way through the game until 
you’re above the pit on the stone bridge. Fight and defeat the computer 
without using block, achieve a double flawless victory as well. Then use 
your death wish manoeuvre to fight Reptile in the bottom of the pit. Easy eh? 


1. Johnny now wishes he was In 
Hollywood Instead of fighting 
this green clad psychopath 
amongst large steel spikes. 


2. The main thing about Reptile 
Is that he*^ dead *ard and he 
can use both Sub-Zero’^ and 
Scorpions special moves. 


Reviewed In Issue 13, 
Mortal Kombat lost the 
war against SHI Turbo, but 
bear In mind this was only 
an opinion of an orangutan 
called Simon. I for one 
think this Is the very best 
In beat' am ups. The super 
smooth dlgnised graphics 
glide across the screen as 
superb sound nils your 
ears leaving you In awe. 
The only minor snag Is the 
loss of gore that Nintendo 
didn't want left In. But 
what’s In a few red spotsW 
after all? 


SHANG TSUNG 


3. A bit of perseverance in the game and 
you’ll be as good as the immortal Diablo! 


1. This is it! The final con¬ 
flict against the mad geri¬ 
atric who’s been running 
the show for too long. 

2. Amazing! Never have I witnessed 
such skill! 

4. Beware of Shang’^ flrebaHs. They’re Incredi¬ 
bly lethal to mere actors like yourself. 


3. If you 
ever get the 
chance to 
get close to 
Shang, hit 
him with a 
hard upper¬ 
cut. 


SCORPION DEATH MOVE: Hold BL, U and U. 


a 


★ 




Sub-Zero's alter ego appears as a would be deceased ninja. 
Assassinated by the notorious Sub-Zero, Scorpion has been 
ressurected by his demonic gods to seek revenge against the 
accursed Sub-Zero and Shang Tsung. Scorpion has a few 
tricks to employ. For a start he can throw a spear and chain 
into his opponents chest. Once this has become embedded 
into the unfortunate's torso. Scorpion will drag them closer 
for a good uppercut sending them flying back across the 
arena. Another skill that Scorpion has recently acquired is 
teleportation, by literally Jumping off into one direction con¬ 
fusing his enemies, he'll suddenly appear behind with a hefty 
flying punch. Amazing skills to be learnt as you progress 
into the game. They will often result in a flawless champion. 
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Why do people write letters? Do 
they have something genuinely 
thought provoking and interesting 
to say? Or is it just for iaughs? 

Bili and Ben have the answers. 


OGGY, OGGY, OGGY! 

Dear Super Action, 

I own a NES but am about to pur¬ 
chase a SNES. Please could you 
answer the following questions. 

1. Who is the best character on 
Streetfighter II? 

2. Is Cool Spot worth buying? 


What a top purchase! Virgin’s best bet yet. 


3. What is the best beat 'em up on 
the SNES? 

4. Are there any pinball simulators 
available? 

5. Is Mario and Wario any good? 

6. Will 'Mystic Warrior' ever be 
coming out? 

P.S. Your mag is great! 

Yours Sincerely 
Rhodri Davies, Dyfed 

1. Dave our guide guru thinks that 
Blanka is the best of the SF2 posse. 
But we much prefer Chun Li 
because of her chunky thighs. 

2. Cool Spot has yet to be released. 
But check out our funky exclusive 
preview on page 52. 

3. Streetfighter 2 Turbo. 

4. Jacki Crush Pinball was released 
early last year on import, and it 
looks as if Pinball Dreams will be 
dancing merrily across your Super 
Nintendo screens just after Xmas. 

5. We haven't seen it yet. 

6. We don't know what you're talk¬ 
ing about. 

P.S. Cheers! 


HOT, HOT, HOT! 

Dear Guys, 

I think your magazine is HOT and it 
would be even HOTTER if you 
could answer my questions. 

1. Are there any plans for a John 
Maddens '94? 

2. Do you reckon I should buy 
Super Bomberman, Cal Ripken Jnr 
or NHPLA Hockey? 

3. Why isn't King Arthurs World 
reviewed in your games index as I 
have bought four super games 
from these reviews? 

4. Could you please tell me what 
NHPLA stands for? 

Yours Faithfully, 
Matthew Cornwall, East Anglia 


Thanks for the HOT letter Matthew 
I here are the steamy answers to all 
I your dreams. 

I 1. As far as we know, big John 
j Madden has'nt decided to make 
I another footie game. 

I 2. Buy Super Bomberman! Buy 
Super Bomberman! It's the best 
buy you could ever make! 

3. Because we forgot to put it in 
there, sorry. No really, we are. 

4. NHPLA stands for the National 
Hockey Players Lounge Area. Or 
something along those lines. 

TOTAL CONFUSION! 

Dear Super Action Crew, 

When I first bought your mag (last 
ish), I was disappointed at the lack 
of pages compared to Total! and 
Gamesmaster. Then I realised I'd 
made a profit just by buying your 
mag! (The badge was worth £2). 

Then what did I find? No less 
than over 200 reviews, and all 
SNES! Now that thrashes the pants 
off the other mags I've bought. 
Now that would have been enough 
but then you lot threw four compos 
at me, three of which I enclose. 

I hope you don't mind it all being 
in one envelope, but it was all 
going to the same place. Just in 


I think that censoring the blood and 
guts on Mortal Kombat Is one of 
the most stupid things Nintendo 
have done. I mean look at Night 
Trap (sorry to mention Sega) on the 
bleep Mega CD, That's 15 rated! 

Thanks for answering, 
James Brown (not the singer), 
Coulsdon, Surrey 


I.How are we to know you didn't 
send the same set of questions to 
countless other magazines saying 
that they're all dead groovy as 
well? We'll answer your questions 
anyway. 

1. As far as Nintendo are con¬ 
cerned, they've got them the right 
way round. Mario is to Nintendo as 
haggis is to Scotland, so anything 
goes it seems. 

2. If you mean SNES with game, 
then we haven't heard anything so 
far. As for the game itself, you 
should be able to root it out if you 
really want it that much. 

3. Because the guy who set the 
questions wasn't really all that 
good to be perfectly frank. 

4. Battletoads should be released 
officially in the near future. 

As for Nintendo censoring the 
blood and guts - there's nothing 
big or clever about ripping some¬ 
one's spine out. 

WHAT’S THE SCORE? 

Dear Guys, 

Do you think you could possibly 
answer my question. I completed 
Zelda 3, and as I loved it so much I 
decided to do it again. This is when 
I got confused. The first time I got 
263 as a score at the end, and the 
second time I got 32. Which is bet¬ 
ter and how do they score you? 


case I caused you any extra work I 
have enclosed a smartie for you 
each (1,2,3...yup 6). I also enclose 
some pictures, do with them as 
you will. It excites me that when I 
buy this issue and read my letter 
there will be more pages and for 
the lesser price of £1.75. Please! 
(Hey I only used one please) print 
my letter. The mags great and it 
can only get better. 

Good luck, 
Ben Ricketts, Paignton. 
P.S. Hi to the two Matts, Martin, 
two Craigs, Danny, Evan and every¬ 
one I know. 

Ben, we are so upset about you 
being really disappointed, that 
we've managed to wangle more 
pages for your £1.75. We'll give you 
more reviews, previews and news 
than any other so called 100% 
SNES mag on the shelves and we'll 
still be the cheapest on the market! 


Oh, by the way, thanks for the 
smarties! Eat 'em up! Yum, Yum! 

MAZZA MANIA! 

Dear Super Action, 

I get almost all the Super Nintendo 
magazines there are and I chose 
your groovy mag to ask these 
questions. 

1. There's one thing I don't under¬ 
stand about Mario All-Stars. I 
thought Super Mario 2 the lost lev¬ 
els was the American version and 
Mario 2 (the one which you choose 
the characters) was the English 
one. (That's the one I had on my 
NES). So why have Nintendo got 
them the wrong way around? 

2. When will there be a brilliant 
Streetfighter II Turbo pack around? 

3. Why were so many clues on this 
months crossword missing? 

4. When will Battletoads be 
released officially? 
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Yours^ 

Dawn C , Wigginton, Herts. 
As there is no set points system 
written down for this, we reckon 
that it's something to do with point 
evaluation regarding the monsters 
that you killed. In other words, the 
second time you completed Zelda 
3, you obviously knew who and 
what to avoid, therefore you proba¬ 
bly won't have got into as many 
point scoring battles. Be content 
with having completed it twice 
Dawn and try another game! 

HOW MUCH? 

Dear Super Action, 

I have a few questions I would like 
you great people to answer; 

1. How much is Top Gear? 

2. Which is best out of Streetfighter 

II and Streetfighter II Turbo? 

3. Is Pop 'n Twinbee better than 
Parodius? 

4. How much is the cheapest SNES 
converter and where can I get it? 

Thankyou 
Paul Kirby, N/Yorks 


1. Top Gear is about £45.99, 
depending on where you buy your 
games from. But check out our 
review of Top Gear 2 on page 20. 

2. Streetfighter 2 Turbo. 

3. No. 

4. About £12 from Console Plus. 
You can contact them on 0924 
456802. 



IMPORTANT! 

Dear Bill & Ben, 

I have a few important questions I 
would like you to answer: 

1. Can you give me some info on 
the UFO system for the Super 


Because last month’s werdsearch was so 
successful, we thought we’d do another 
one entirely for kicks. We hope you enjoy 
it. Look out for the solution next month! 


ACROBAT 

AERO 

ASS 

BART 

BISON 

BLACK 

BOX 

BROS 

CLAYPOLE 

COUNTERPARTS 

DAVE 

DIRT 

FREAK 

IAN 

JACKSON 


MINOR 

MORTIMER 

NEIL 

NIMROD 

NUTZ 

PEPSI 

POOL 

REEVES 

RONNY 

SACK 

SHIRLEY 

SHOWER 

SIMPSONS 

SLADE 

STALLONE 


Nintendo? I have heard that you 
can copy SNES games onto disk 
within two minutes. 

2. Do you have any idea at all how 
to fight that weird reptile geezer on 
Mortal Kombat? In issue 13 of your 
brilliant magazine, when you did 
the SF II v's MK bit, you said that 
you would give us the full info on 
this weirdo in the next edition, but 
I can't find it. Where is it? 

3. Also in issue 13 the crossword 
on page 45 was a bit bodged up 
because there was no question for 
19 down, so could you invent a 
question as I hate leaving things 
unfinished? Thank you !!! 

4. Could you please show me a pic¬ 
ture of that weird reptile geezer so 
I can see what he really looks like, 
apparently he looks nothing like a 
reptile and more like a green Sub- 
Zero type person. 

Ta very much, 
Trevor Gowers. 

1. Sorry. No we can't because it 
sounds far too dodgy. 

2. Check out page 69 of this issue 
for all you'll ever need to know 
about reptile. 

3. You'll find these on your cuffs or 
at a seaside golf course. 

4. See the guide on page 69. 

ANOTHER LIST! 

Dear Guys, 

I am writing to you to find out the 
answers to these questions. 

1. Which game is the best between 
SF2 Turbo, Mario All-stars and 
Starwing? 

2. Is Mortal Kombat worth buying 
even though there is no blood or 
normal death moves as featured in 
the arcades? 

3. Is the Action Replay cart really 


safe? Because my cousin bought a 
convertor and his SNES broke! 

4. Who is best to pick in Mortal 
Kombat? 

5. What is your favorite game on 
the SNES? 



PS. I think your mag is cool. 

Graham O'Donell, Dublin. 

1. I'd say SFII Turbo, but Ben 
prefers Mario All-Stars. 

2. It's worth buying 
you're into beat 'em 
ups - otherwise think ^ 
long and hard. 

3. The Action Replay \ 
cartridge is perfectly} 
safe. 

4. It depends upon 
what your fave 
colour. They're 
all really simi- \ 
lar (apart from ^ 

Sonya Blade who'* 
girl). 

5. Bill's fave is cur¬ 
rently Championship 
Pool, but mine is ; 

2 Turbo. 
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the BUYBACK DE^^TTHf 
m km k 
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WIN A FREE GAME 
FOR CHRISTMAS 


SHADOVyfl 

STARFOX.^ 

STARWARS 


STRIKER . 

SUPER AIR DIVER . 

SUPER BAHER UP . Z^, 

SUPER BOMBERMAN UK/US,, 
SUPER EMPIRE STRIKES BACK. 

SUPER FX TRACK. 

SUPER OFFROAD BAGA . 

SUPER R-TYPE. 

SUPER TENNIS. . 

SUPER VALIS 4. . 

TAZ-MANIA. . 

TUFF ENUFF. 

WAYNES WORLD .. 

WOLFCHILD. . 

WWF II. 

ZELDA3 . .Z3 

ZOOL. 

MANGA VIDEOS. 


ACtiONR^^^l 
CONVERT^^^H 
AUDIO VIDeI^H 
PATRIOT JOYOH 
PHANTOM 6 BUlV 
UK MARIO ALL ST^ 
US COREPACK. 


m CONVERTOR 
ANY GAME 


PVIAKE ALL CHEQUES/ 
iL ORDERS PAYABLE TO: 

X-tra 


SORRYI BUT PRICES MAY CHAR9ff 
DUE TO FLUCTUATION OF THE POUND 


^ MEGA DRIVE & SNES HIRE & EXCHANGE ^ x 




SUPPLIERS OF ALL 
P.C SOFTWARE, HARDWARE & ACCESSORIES 


•c^ 

dmlk 


cntte (MIkl309M(Xintacb Jm 
cn0685 850874 


fe^Dow..* TC Consoles 

pHriiW i0736)7UB9l 

11 Penzance Opening Times; S/hana games too. 

IlComwa// Awn-Sun I0om-3pni,5pm-l0pni Orders 


I STREET FIGHTER TURB0...£64.99 
I LATEST ADAPTOR....£18.99 
I MARIO ALL STARS ...£53.99 

1 COOL SPOT . £43.99 

I MORTAL KOMBAT...£53.99 
I ROCK 'N ROa RACIN .£48.99 

I ZOMBIES . CAU 

\ GOOF TROOP . £48.99 

I SUPER TURRICAN.....£43.99 
\ 20/20 BASEBAU . £48.99 


SUPER BOMBERMAN ..£49.99 

SUPER AIR DIVE . £56.99 

SUPER FAMILY TENNIS £54.99 
STREET FIGHTER TURBO.£79.99 

NIGEL MANSELL . £49.99 

SUPER SOCCER II . £53.99 

FXTRAX . £CAIL 

TOURNAMENT FIGHTER £CAU. 

CLAY FIGHTER . £CALL 

P+P . £1.00 

E 


CNinfendo) 


SUPER NES 


PC’S BUILT 

TO YOUR OWN SPECIFICATION 

TEL: 041 3371313 


IUllM*!SIJI(/IISW!IUSOSiUMIG«MWM!C«(B;*M»CD3M!0(H01DO/HAMII(lDS 


AERO THE ACROBAT 
ALIEN III. 

ASTERIX. 

BATMAN RETURNS. 
BAHLETOADS.. 

B.O.B. 

CAPTAIN i 
CYBERNATO 
DINO CITY 
DOOMS 

DUN 


ALL 

COMPUTERS 

REPAIRED 


CONTACT THE ABODE 


SEND S.A.E. FOR CATALOGUE 
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BOY.£41.00 

.£28.00 

BASEBALL.£28.00 

.£28.00 

.£47.00 

...£50.00 
...£47.00 


EQUIN 
FATA 
FINA 
JAM 
J.M 
JU 
JU 
KIN 
LE 
LOS 
LA 

MAR 

MARI 

MARI 

MOR 
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if 14 SANDY MOUNT, BEARSTED, /AAIDSTONE, KENT ME14 4PJ 





^ Ws 


syfeiHjQi^o mN G^OiQN ^EtfeKHONi TOi AOWBlf ^ Q;PEN.H^li!l j^ 

^ j "0ALL TITLES LISTED ARE U-K.^ 


SOMi EXAMFLf PRlCtS - CALL FOB AMY OTHER TlfLl 

AGURI SUZUKI FI....£43.95 PGA TOUR GOLF.£38.95 


AGURI SUZUKI FI....£43.95 

ALIEN 3.£42.95 

ANOTHER WORLD.£39.95 

ASTERIX.£38.95 

BATMAN RETURNS.£42.95 

BART'S NIGHTMARE.£40.95 

BUBSY.CALL 

BULLS VS BLAZERS....£38.95 

CHESSMASTER.£39.95 

CYBERNATOR.£42.95 

DESERT STRIKE.£38.95 

INT. TENNIS TOUR.CALL 

IIMMY CONNORS.£38.95 

URASSIC PARK.CALL 

KING ARTHUR'S WORLD.£39.95 

LEMMINGS.£43.95 


POP 'N TWiNBEE.£42.95 

PRINCE OF PERSIA.£43.95 

PUGLEY'S SCAVANGER HUNT £35.99 

ROAD RUNNER.£43.95 

STREET FIGHTER II TURBO.CALL 

STRIKER.£41.95 

SUPER JAMES POND.£34.95 

SUPER MARIO ALL STARS.CALL 

SUPER PANG.£43.95 

SUPER PUTTY.CALL 

SUPER STAR WARS.£43.95 

SUPER TENNIS.£34.95 


LOST VIKINGS.CALL TERMINATOR 2.£40.95 


MICKEY'S MAGICAL QUEST ..£52.95 

MORTAL KOMBAT.£52.95 

NBA ALL STAR CHALLENGE ...CALL 

NHLPA HOCKEY '93 .£38.95 

PARODIUS.£43.95 

PEBBLE BEACH GOLF.£43.95 


TINY TOONS.£42.95 

TRODDLERS.£34.95 

TUFF E NUFF.CALL 

WWF ROYAL RUMBLE.£53.95 

ZELDA 3.£34.95 


Please make Cheques/RO's to "BEARSTED GAME ZONE" 
m £1.25 (RECORDED DEUVERY - ONLY ONE CHARGE FOR ANY NUMBER OF CARTS) 
WE ALSO STOCK MEGADRIVE 


F 1 Turbo £CALL^ 
I14N AbD-ONS CHOTJ 


Jap. Faitiicom £ 110 US-SNES £ 115 
Super Cun £ 149 Arcade boards £CALL _ _ 
Super NuKiTAP £14 PAL-Booster £11 2 
lnfra.Rloypad£19 DSPcarl£40 S 
R9N upgrade £10 O 

AND all the hard-to-get goodiestt X 

DIRECT IMPORTS FROM USA 

Call 0489-578108 
0831-376166 


Tokyo Town 


Games <& 
Consoles 


TEL/FAX: 
0708 478 932 
(MAILORDER 
ONLY) 


DREAM 


ALL GAMES 
BRAND NEW AT 
BARGAIN PRICES. 
ORDER YOUR 
GAMES FOR XMAS 
NOW!!! 


’A \ 

AS V'' 


16 DIBAN AV 
ELM PARK 
HORNCHURCH 
ESSEX, 
RM12 4YE 




JAPANESE SNES GAMES 


BLUES BROTHERS . B3.99 

BAHLE SOCCER . £45.99 

CAMEL TRY. . £311.99 

CONTU SPIRITS . £30.99 

FINAL FIGHT II . £29.99 

FIRSTSAMUUI . £38.99 

HUMAN GRAND PRIX....£4L99 

YOSHI’S COOKIE . £41.99 

FATAL FURY . £52.99 

BATMAN RETURNS . £29.99 

DEADDANCE . £37.99 

EXHAUSTHEATH . £42.99 


YOSHI’S ROAD HUNT.....£42.99 

MICKEYMOUSE . £50.99 

PEBBLE BEACH GOLF..£38.99 

POP'N TWIN BEE . £41.99 

PRINCE OF PERSIA . £24.99 

S FIGHTER H TURBO....£64.99 

BOMBERMAN'93 . £49.99 

FI CIRCUS LIMITED . £43.99 

FORMATION SOCCER...£45.99 
FORMATION SOCCER2£50.99 

RUSHING BEAT RUN. . £29.99 

STAR FOX . £42.99 


SUPER PANG . £35.99 

SUPER STAR WARS. . £38.99 

WORLD HEROES. . £59.99 

JOE & MACH . £37.99 

TETRIS2 . £54.99 

JACKI CRUSH . £32.99 

KIKIKAIUI . £46.99 

ALIEN3 . £43.99 

AXELAY . £34.99 

COMBATRIBES . £27.99 

HOOK. . £29.99 

FATAL FURY II . CALL 


*FULL EJECT UNIVERSAL ADAPTOR £13.99^ 


PLUS MANY MORE GAMES. WRITE, RING OR FAX FOR A FREE 
PRICE LIST, P&P £1.50 PER GAME. 

MAKE CHEQUES/PO'S PAYABLE TO: M.J. DREAM CONSOLES. 
*MERRY CHRISTMAS AND A HAPPY NEW YEAR TO ALL OUR 
MANY SATISFIED CUSTOMERS* 


Games 



TeL- 021 628 5715 

P.O. BOX 3326, KITTS GREER, BIRmiRGHam. B338EL 



iMriiiiiWiu aiM — it a. 


OTHER TITLES IR STOCK. 

PLEaSE CaLL FOR ai/aiLaBiLIT!J. 

comiRG soon. 

aRT OF FIGHTinC, 

SUPER emPIRE STRIKES BdCK. CLdB FIGHTER 

P+P £ 1.50 PER ITEm. 

maKES CHEQues/p.o. pasasLE to: 'camES Eure. 

PLEase aLLouj 7/io Days DEUi/Epy. 

HOURS: 9ain-7Pm mon-saT. sun sam-ipm 

maiL ORDER OnLU. 
nOTE; SORRiJ RO CREDIT CaRDS 




















































































































THE ULTIMATE GUIDE TO GAMES BUYING 


If you have money 
burning a hole in 
your pocket then 
pore over these 
pages to decide 
where to aim your 
cash. The chart 
below will show 
you how others 
are spending their 
dosh - and if you 
want to know 
which games 
Super Action rate 
look for the 
Yellow flash. 


GALLUP 

H NON MOVER A UP ▼ DOWN© NEW ENTRY 

■ d 

Elite 86% 

02 ) 

_Acclaim 90% 

T3) 

_Nintendo 96% 

V4) 

LJN 90% 

■ s) 

Nintendo 94% 

■ 6 ) 

_Konami 90% 

V7) 

_Konami 91% 

Vs) 

JVC 93% 

©9) 

Konami 87% 

© 10 ) 

Mindscape 86% 


BEAT ’EM UPS 

LOOKING FOR FAST, 
FURIOUS AND VIOLENT 
ACTION? IT'S HERE. 


ALIEN VS PREDATOR 

Activision 

Jap import 59% 

Oh dear. A top licence gets the 
banal treatment as yet another 
Final Fight rip off insults your 
Super Nintendo. This one is iess 



interesting than most, with 
indistinct graphics and not 
much else to recommend it. 
Avoid it at aii costs. 

BATMAN RETURNS 

Konami 

Jap import 91% 

Fight and schwing with 
Catwoman, rescue the Ice 
Princess from the evii Penguin 
and battle against hordes of 
clowns. 



This film licence is one of the 
most playable that we’ve had in 
the office. The music is taken 
from the film and it looks gor¬ 
geous. You’ll play this one for¬ 
ever 

BEST OF THE BEST 

CHAMPIONSHIP 

KARATE 

Electro Brain 

US import 89% 

Classic kick boxing action with 
loads of environmental options 
and the essential training 
screens. A fantastic amount of 
kicks and punches to inflict 
upon your best mate with gut 
wrenching sound effects. Good, 
but the sprites are a bit small. 

DOOMSDAY WARRIOR 

Renovation 

Products 

US Import 81% 

The characters are sufficiently 
different from each other in 
looks and in movement to war¬ 
rant praise. Along with this the 
soundtrack is fuil of Eastern 
promise and there is a two play¬ 
er option to enhance the game. 



It’s not another SFII, but it’s not 
bad. 81% 


FATAL FURY 

Takara 

Jap import 75% 

Street Fighter clone with chunky 
graphics and great sound. Less 
button commands than its big 
brother so there are fewer spe¬ 
cial moves. Less characters to 
choose from and those selec¬ 
table lack the background and 
animation of Street Fighter. 

FINAL FIGHT 

Capcom 

Official 88% 

Simplistic action is more than 
made up for by spectacular 
graphics. Although it lacks long 
lasting chailenge, it’s a game 
you’ll often return to. One 
strange thing is that Guy, the 
third character in the arcade 
game, is mysteriously missing. 

FINAL FIGHT 2 

CAPCOM 

Official 72% 

Not the most originai beat ’em 
up on the market, but definately 
one of the best looking ones. 
Basicaliy it’s too easy and reaily 
is not worthy of your hard 
earned cash. 

FIST OF NORTH STAR 

Toei Animation Co. 

Jap import 70% 

Although this game seems shal- 
iow and poor, you’ll soon get 
iinto the swing of things. Like all 
two player games, you can glean 



hours of fun and frolics from 
beating up a mate. Sad and 
pathetic in one player mode. 

GOLDEN FIGHTER 

Culture Brain 

Jap/us Import 50% 

Don’t be fooled by the striking 
array of screenshots, this is a 
turkey. The hype that surround¬ 
ed it pre-launch was all in vain 
and this might just be the 
biggest disappointment in video 
game history. 


KING OF THE 
MONSTERS 

Takara 

Jap/us import80% 

Some hugeiy enjoyable monster 
fun as you take control of some 
very dodgy looking characters. 
Graphically, this is nothing to 
write home about and its lasting 
appeal for a single player is 
questionable. Two player games 
though, are massively addictive 
and great fun. A worthy pur¬ 
chase and a fantastic iaugh. 
Godzilla meets Streetfighter! 

LAST FIGHTER 

Banpresto 

Jap import 70% 

Weird Japanese cartoon charac¬ 
ters in Super Deformed mode 
(this is where they make cartoon 
figures smail and cute to appeal 
to younger kids). It looks won¬ 
derful, nice sprites and often 
gorgeous backgrounds. Sadly 
though, there are too few moves 
and it’s far too easy. Quite fun in 
two piayer mode though, but 
best suited to young kids. 

MORTAL KOMBAT 

Acclaim 

Official 90% 

Does not quite ciaim the SF2 
crown, but is still a dream to 
play. The digitised graphics are 
top notch, with ioads of new and 
exciting characters to suss out 
and play to the death. Better 
than most on the market, but 
the novelty soon wears off. 

RANMA 'A 

Masaya 

Jap import 89% 

A rather brilliant Streetfighter 
inspired beat ’em up based on 
Japanese cartoon characters. 
The wide variety of characters 
and moves available are backed 
up by fluid gameplay and 
sparkiing graphics. Sound 
effects are striking and humor¬ 
ous and the whole thing is 
incredibly slick. A definite con¬ 
sideration for those of you who 
have grown tired of 
Streetfighter. 

RANMA 2'A 

Masaya 

Jap import 84% 

This game is a brilliant follow up 
to the original, but not sufficient¬ 
ly different to rate as highiy. The 
graphics are crisp and sweet and 
cool. Kung Fu fun! 

RIVAL TURF 

Jaleco 

Official 81% 

A cross between Double Dragon 
and Final Fight. Visuaily very 
similar to Final Fight but with 


small characters and two player 
gameplay. There are loads of 
features including a limited, but 
fun one on one mode and some 
nice use of mode seven. 

SONIC BLASTMAN 

Taito 

Jap import 89% 

Not a conversion of the arcade 
game, but a brilliant use of the 
characters nonetheless. Looking 
very much like Final Fight but 
with slightly better graphics and 
hilarious special effects. 

STREETFIGHTER 2 

Capcom 

Officiai 95% 

Possibly the best SNES title 
today. Unmatchable gameplay 
combined with arcade perfect 
graphics and sound. This is a 



true classic and an amazing 
demonstration of what the 
Super Nintendo is capable of. 
You must have this, it’s as sim¬ 
ple as that. 

STREETFIGHTER 2 
TURBO 

Capcom 

Import 95% 

Totally addictive head bashing 
fun. Quicker, siicker and even 
more gorgeous than the origi¬ 
nal. The only sure way to get an 
arcade quality beat ’em up in 
your very own bedroom. If you 
have the first version, trade it in 
and buy this one. 

SUPER DOUBLE 
DRAGON 

Technos 

US Import 90% 

Unexpectedly brilliant scrolling 
beat ’em up with rather nice 
graphics and a lot of sparkle. 

The addition of blocking and 
throwing moves adds a huge 
amount of variety to this titie. 
The music and sound effects are 
very smart and it’s all very pol¬ 
ished. Questionabie lastability 
for a single player, but the best 
game of its kind for two fighters. 

TKO BOXING 

Sofel 

US import 70% 

A reasonable boxing game. The 
graphics, while slick and fluid, 
do little to convey the atmos¬ 
phere of real boxing. There are 
some nice samples and lots of 
guitar, it plays well but gets 


74 SUPER ACTION 




































repetitive quickly. Saving grace 
is the training option - on win¬ 
ning you can pump some iron 
and increase everything about 
your various attributes. 

TURTLES IH TIME 

Konami 

Official 90% 

This gives the Turtles a new 
breath of life. Beautiful looks 
and wonderful sounds as you 
guide the Turtles through a 
world filled with terror. Travel 
backwards and forwards in time 
as you try to rescue April O’Neill. 
Look out for the F-Zero level 
where you mount a surfboard 
and head off along a superfast 
highway. 

TUFF E NUFF 

Jaleco 

Official 85% 

If there had been no SFII then 
this would be the benchmark for 
beat ’em ups. The sprites are so 
manic at times it’s scary. 



They all move around the screen 
with bizarre individual character¬ 
istics in front of superb scrolling 
backgrounds. Plenty of special 
moves for extended fun. 

ULTRAMAN 

Bandai 

Official 65% 

Great big rubbery sprites wob¬ 
ble around on unconvincing 
backgrounds, exactly like the 
Japanese TV show it’s based on. 
One of the first games available 
and it shows. Still, it has a die 
hard following and it’s good for 
a laugh. I’d question the merits 
of actually shelling out dosh on 
it though. 

WWF ROYAL RUMBLE 

UN 

US import 49% 

A sure fire hit, despite its pitiful 
score. It is a bit of a laugh but it 
just isn’t worth shelling out any 
cash for. if you really must have 
a wrestling game get WWF 
Wrestlemania, see below. 

WWF WRESTLEMANIA 

Acclaim 

Official 70% 

The WWF phenomenon is huge. 
This game replicates the look 
and feel of the event perfectly. 
Wrestling games tend to err on 
the side of rubbish, but this is 
one of the best. Smart graphics 
and top sound add up to a rea¬ 
sonable licence. Fans only. 


DRIVING GAMES 

STICK YOUR KEY IN THE 
IGNITION AND PUT THE 
PEDAL TO THE METAL. 


AGURI SUZUKI 
FORMULA ONE 

LOZC 

Jap import 81% 

Ooh! Ooh! This is the first split 
screen mode seven driving 
game, arriving just a tad before 


Super Mario Kart and to much 
critical acclaim. It’s all nice and 
fast and the graphics are attrac¬ 
tive though it doesn’t have the 
same humour appeal as the for¬ 
mer champion of racing games. 

F-ZERO 

Nintendo 

Official 91% 

Still regarded by many as the 
top SNES racer, this mode 
seven special is as addictive as 
it’s attractive. Superlatives are 
apt for every aspect of the 
game. Its only failing is the lack 
of a two player option. This is 
the benchmark for racing games 
- if you haven’t got it then you 
can’t have seen it, let alone 
played it. The recommendation 
for this game is unreserved... 
are you convinced yet? 

FI EXHAUST HEAT 

Ocean 

Official 90% 

This is the best F1 racing game 
available for the SNES, but it’s 
marred slightly by repetitive 
backdrops and slowdown. It’s 
gorgeous to play however and 
combines strategy with fast 
action driving. There are some 
great effects but it will soon be 
upstaged by the sequel, F1 
Exhaust Heat 2. There is compe¬ 
tition in the F1 field, but those in 
the know recommend this game 
above all others. 

FI EXHAUST HEAT II 

Seta 

US import 95% 

Here It is the amazing DSP chip 
in all its wondrous glory. This is 
super fast and smooth and the 
perspective faultless. There’s 



enough gameplay to last a life¬ 
time and enough excitement to 
frazzle your brain. It looks like 
the SNES was made for racing 
games. 

KING OF THE RALLY 

Meldac 

Jap import 90% 

The easiest way to descibe this 
is to say that it’s like controlling 
a remote control car. 


There are ten sections to com¬ 
plete and it all makes a rather 
nice change. 

OUTLANDER 

Mindscape 

Official 83% 

Racing through the desert, bat¬ 
tling bikers and visiting radioac¬ 
tive towns. This is like Mad Max 
Rides Again. There are lots of 
weapons and lots of victims - 
it’s all very playable stuff though 
it can be repetitive. 


RPM RACING 

Interplay 

US import 68% 

This looks and sounds very 
unusual indeed. A split screen 
driving game with weirdo inter¬ 
lace graphics. Everything is very 
detailed and fiddly looking, but 
strangely attractive neverthe¬ 
less. The scrolling, while gener¬ 
ally smooth, does tend to jerk 
occasionally and some corners 
can be a bit unpredictable. A 
track designer adds to the lasta- 
bility but it’s a bit too slow to be 
fully recommended. 

SUPER FI CIRCUS 

Nichubitsu 

Jap import 78% 

Hey, hey! More vertically 
scrolling racing stuff, this time 
with proper Formula One cars. 
The problem with all these 
games is that they’re impossible 
to play until you complete a 
qualifying circuit, a process 
which is incredibly dull and time 
consuming. It’s smooth though 
and one of the better overheads. 

SUPER FI HERO 

Varie Corporaton 

Jap import 74% 

This has to fall into the average 
category, it is incredibly unre¬ 
markable despite being playable 
enough to hold your attention for 
an hour or two. You slip into the 
shoes of Satoru Nakajina, that 
most famous of F1 heroes, and 
have to go through the regular 
jive of fitting your car together 
before you race. It has a turbo 
feature that is worth mentioning 
but that’s about it. 

SUPER MARIO KART 

Nintendo 

Official 94% 

You probably know the verdict 
for this one already. Perhaps the 
best driving game ever. Choose 
between eight of the most 
famous Mario characters. Split 
screen, 2 player, stop the traff¬ 



ic, rock ’n’ roil action. Spectac¬ 
ular graphics, unbelievable 
sound and some of the best 
gameplay ever. You have to 
have this, it’s utterly superb and 
it gives you the horn. 

SUPER OFF ROAD 

Tradewest 

US import 84% 

Iron Man Ivan Stewart is a popu¬ 
lar off-road racer in America and 
completely unknown over here. 
The game is based on his dirt 
racing antics and is a mildly 
addictive Super Sprint variant. 
The graphics are simplistic and 
at times, rough, but the anima¬ 
tion is nice and slick. If anything, 
it’s a little too easy but two play¬ 
er racing makes up for it. 

TAZ MANIA 

THQ 

Official 87% 

If you’ve ever been in the half¬ 
pipe with Sonic (bool) and Tails 
and enjoyed it, have a good 
wash and buy this. 

It’s as bright and colourful a 
game as anybody could wish 
for. Hairy, bird-eating and ulti¬ 
mately manic Taz has come to 
the SNES and is ready to race, I 



eap and spin his way to your 
heart. 87% 


TOP GEAR 

Gremlin 

Official 93% 

Back to the good old days of Out 


Run, only this time with split 
screen two player mode. The 
graphics don’t rely on mode 
seven and, as a result, it looks a 
bit like Lotus Turbo Challenge 
(the game it’s based on) but 
they are fast and fairly smooth. 

A solid racer with plenty of fea¬ 
tures. If it weren’t for the two 
player mode then the mark 
would drop but frankly if you’ve 
got a copy of this and a copy of 
F-Zero then you’re fully kitted up 
for racing games. 


SHOOT’EM UPS 

THIS IS A FAST REACTION 
AREA. STRONG NERVES 
ONLY NEED APPLY. 


ACROBAT MISSION 

Teichiku 

Jap Import 62% 

Yet another vertically scrolling 
blaster and not a particularly 
amazing one at that. If you have 
every other game of this type, 
you might want to take a look 
but it’s far too easy for most 
people. 

ALIEN' / 

Acclaim 

Official 90% 

An excellent film tie in that is 
different each time you play it. 
Everything oozes class - as well 
as slime. A quality game and 
a definite benchmark in this 
category. 

AXELAY / 

Konamf 

Official 91% 

Axelay has the best graphics of 
any SNES game. Incredible par¬ 
allax, amazing use of mode 
seven and addictive gameplay. 
Probably the best blaster on the 
SNES. A couple more levels and 
this would have been perfect. 
Brilliant. 

BLAZEON 

Atius 

US Import 77% 

Run of the mill shoot ’em up 
with all the usual trimmings 


such as large evil bosses etc. 
etc. One saving grace is the abil¬ 
ity to inhabit alien ships of vari¬ 
ous size and strength to achieve 
your goal of human freedom. 

BIOMETAL 

Athena 

Jap Import 70% 

Spend your money on some¬ 
thing else. The glitching and 
slowdown often annoys - why 
design such massive and 
detailed enemies if they’re going 
to geek out whenever there’s too 
much on screen? 


T" 



The Depeche Modesque sonics 
and the choice of difficulty level 
are Biometal’s only redeeming 
feature. When the official ver¬ 
sion comes out it’s going to 
have a 2 Unlimited soundtrack. 

COSMO GANG 

Namco 

Jap Import 82% 

This incredibly funny shooter is 
based on those bash the mole 
games but takes the form of an 
advanced Galaga clone. 

The graphics are very, very 
amusing, as is the rather hysteri¬ 
cal Japanese sampled commen¬ 
tary. It might not look much, but 
it’s one of the best shoot ’em ups 
we’ve played. 




f 
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CYBERNATOR 

Konami 

Official 91% 

Clumping around in a large suit 


INDEX GUIDE 

If you want to know the score 
- check the index. 


TKO BOXING ^ 

Sofel ^ 

US import 70% 

ReasonAle boxing game with lit¬ 
tle to di^guish it from any 
other bcling game. The graphics, 
while sliluiMuiUiyiiUte 


convey the atmosphere of real 
boxing. There are some nice 
samples and lots otguitar, it 
plays well but g 

quickly. Saving grace is the train¬ 
ing option - on winning you can 
pump some iron and increase 
everything about your various 
attributes. 


Game Title 

Software Company 

Super Action *s score: This is 
checked regutary in case the 
game loses its fla¥our. 


Game Staus: Official or 
Import (Japanese or 
American} 

Review: We have tried to 
include all the relevant 
information. Obviously In the 


pared down but our views are 
still worth taking note of. 
DON'T Buy a game until 
you’ve read about it here. 


The price of games is no joke and we are well aware of it. If 
you are thinking of buying a game then check it out here first. 
If it gets a duff review and you are still keen, try before you 
buy. If it gets a good review show the people who are paying 
and they may part with the cash a little more easily. 


FLASH 

Keep an eye out for 
seal of quality. 

F-ZERO ^ 

Nintendo / 

Official/ 91% 

still regapded by many as 
the tojySNES racer, this 
mode seven special is as 
addictive as it’s attractive. 

Anywhere you see a yellow flash take 
note. These are games of rare and 
noteworthy breeding. Games that have 
been reviewed in Super Action and 
rise above the crowd. A Yellow Flash 
is awarded only after a game has been 
popular with the Super Action team for 
a long time. Also this may clash with 
the initial score. The yellow flash is 
the indication of a MUST BUY. 
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blasting hell out of aliens. This 
is what video games are all 
about. There is an incredible 
amount of 



plex enough to have you playing 
for some time to come. 

DARIUS TWIN 

Taito 

Official 90% 

A shoot ’em up that wins sup¬ 
port for a lot of reasons, but 
mainly the simultaneous two 
player option. In single player 
mode, it’s challenging and fre¬ 
netic although the graphics are 
hard to see. It looks better the 
further you get with 2020 vision. 

DESERT STRIKE 

Electronic Arts 

Official 92% 

Put Mega Drive owners to 
shame with this slick and fluid 
version of the desert conflicts 
you always wanted to take part 
in. The helicopter is a joy to fly 
with plenty of missions to test 
out your skills. Good graphics 
and some great sound effects. 

GRADIUS 3 

Konami 

Jap import 90% 

The good news is that this is 
one of the finest blasters avail¬ 
able on the Super Nintendo. The 
bad news is that Konami will 
probably never release it here, 
citing that it’s “old hat”. The 
graphics are wonderful, detailed 
and colourful, but some serious 
sprite slowdown occurs on 
busier screens. Check it out 
though, it’s a real winner. 

HYPERZONE 

HAL 

Jap/us lmport41% 

Oh dear. It looks like F-Zero with 
guns and plays like a dog. 
Unbelievably dull and repetitive, 
this is simply an exercise in 
mode seven scrolling. It looks 
attractive but don’t be fooled. 
Easy, pointless and unreward¬ 
ing. Check it out if you’re a 
masochist. 

MECH WARRIOR 

Activision 

Official 87% 

An excellent combination of 
strategy and shoot ’em up. 
There’s enough action to keep 
the ardent bloodfest addict 
happy along with stuff that 
trainspotters will go weak at the 
knees for. An enjoyable and 
involving game with a save 
game facility. Good job - you’ll 
need it.. 

IMPERIUM 

Vic Tokei 

US Import 78% 

It’s a sad day when a software 
house sits down and thinks that 
a vertically scrolling shooter is 
the most original concept of all 
time. Imperium may well be 
fast. It may well be action- 


packed and it may well be good 
fun. However, it also happens to 
be unoriginal and up against 
some fairly stiff competition. 
Super Aleste is identical in style, 
but far better in terms of depth 
and quality. You’d have to be 
barking mad to buy this instead 
of Super Aleste but it’s not too 
bad on its own merits. 

PARODIUS 


Konami 

Official 91% 

Easily the cutest game ever, this 
classy shoot ’em up should be 
used as a benchmark by other 
programmers. There is so much 
to it, from the wonderful graph¬ 
ics to the near-perfect sound. A 
must have for all SNES blast 



fans. Better bring a sick bag 
though. 


PHALANX 


Kemco 

Jap import 84% 

Much maligned blaster with 
quite a few nice touches. 

Ignored largely due to bland 
graphics, this has some very 
nice and very challenging levels. 
Nice weapons that add to the 
strategy required in this game 
and some nice tunes to back it 
up. Don’t be put off by appear¬ 
ances-this is a gem. 

POP ’N TWINBEE 


Konami 

Jap Import 92% 

There’s no blood here kids, just 
plenty of frantic shoot ’em up 
fun. You almost feel sorry for 
the furry pandas and happy 
teddy bears as they disappear 
under a hail of fire. Better than 
Parodius, and that was a good 
’un. 92% 

STAR WING 

Nintendo 

Official 96% 

It wasn’t the best move in the 
world to change the name of 
this from Starfox to Starwing 
but that’s its only fault. The first 
game to use the Super FX chip, 
it has scaled sprites and fluid 
polygons. It has a resounding 
music score and excellent voice 
samples. It’s a fast game that 
has you hooked from the start 
and seems to go on forever. If 
this is the shape of things to 
come then it won’t be long 
before that little black box (the 
Megadrive) curls up and dies. 
This game excels. 

STRIKE GUNNER 

NT VIC 

US import 85% 

More vertically scrolling action 
as you take on the forces of an 
alien empire (just for a change) 
with the usual extra weapons 
and stuff. Not very inspiring, but 
technically adequate blaster. 


SUPER ALESTE 


Toho 

Official 89% 
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At last, PC Engine Gunhed gets 
an airing on the Super NES and 
what a job! Amazing mode 
seven graphics add greatly to 
the challenging pyrotechnic 
action. 

SUPER PANG 

Capcdm 

Jap import 89% 

Not Strictly a shooter, but you 
do have to blast things. Pop the 
bubbles until they disappear and 
that’s about it. Sounds dull, but 
in reality it’s one of the most 
addictive SNES games yet. Great 
graphics help and the music and 
sound effects are just fine. 
Multiple worries as each bubble 
you do manage to burst prompt¬ 
ly splits into many others, leav¬ 
ing a small nightmare 
happening right there in the pri¬ 
vacy of your own home. 

SUPER R-TYPE 

Irem 

Official 81% 

Very classy looking, highly 
attractive shoot ’em up. Lots of 
nice bits and a few interesting 
bad guys, but not much in the 
way of originality. It looks and 
sounds superb but jerky 
scrolling and lots of slowdown 
mean that this is a heavily over¬ 
rated title. 

SUPER SMASH TV 

Acclaim 

Official 90% 

Fabulous conversion of the coin¬ 
op, helped massively by the fact 
that a Super Nintendo control 
pad has four buttons. Neat 
graphics and smart sound are 
totally eclipsed by the frantic, at 
times insane, gameplay. Spot-on 
and one of the closest conver¬ 
sions ever. 

SUPER STAR WARS 

JVC 

Official 93% 

It’s fun, it’s exciting and it’s an 
excellent film licence. The best 
shootie you can buy with state of 
the art graphics, bags of levels 
and plenty of diversions. You can 
play as 



Luke running and jumping, dive 
into his Landspeeder for a spin 
and even get under Chewbacca’s 
skin. One of the most complete 
games we’ve had in the office 
with a diffculty level to tax the 
best gamers. 

SUPER SWIV 

Storm 

Official 90% 

Play on land as a jeep or sky- 
bound as a helicopter in this 
quality shooty that should hook 
you from the start. With great 
graphics and sound it’s a sure¬ 
fire winner on the SNES. 

SUPER TURRICAN 

Hudson Soft 

Official 88% 

Loads of levels and loads of 
harshly coloured backdrops. 
There’s plenty of Probotector 


influences, so if you’re into 
those kind of things this just 
might be right up your street. 

SYVALION 

JVC 

Official 60% 

This starts as a weird game - 
you may never have controlled a 
dragon before but after a while it 
just plain does your head in. It is 
ail extremely repetitve and 
although it is original with some 
smart end of level guardians it 
still does not thrill like a good 
shootie should. 

THE TERMINATOR 

Mindscape 

Official 82% 

This is let down by the ‘mean 
and moody’ graphics which in 
reality are just dark. Not a bad lit¬ 
tle game and it does have a dri¬ 
ving scene that changes the pace 
of it all. None of it steals the 
show though. 

TOYS 

Absolute 

Entertainment 

US Import 80% 

The initial thrill of the lively and 
well drawn toys coupled with 
their individual sounds and 
characteristics subsides after 
constant repetition of the same 
theme. Graphically, sonically 
and in terms of longevity it’s a 
good product. Lack of exciting 
and varied gameplay prevents it 
being great. 

UN SQUADRON 

Capcom 

Jap import 89% 

Based on Japanese comics of 
the same name, this is a conver¬ 
sion of a Capcom coin-op. There 
are loads of differences between 
this and the original, but most of 
them are improvements. Nice 
graphics, excellent music and 
loads and loads of firepower. A 
fast, exciting and very difficult 
blast. 

WING CDMMANDER 

Mindscape 

Official 81% 

Over shoulder view of various 
battles in space with you as the 
only saviour of mankind. Loads 
of missions to be assigned to 
with various types of craft to 
pilot. Graphics and sound are 
too similar to the PC version to 
be anything astounding but the 
game runs fast and is quite a 
challenge. 

WINGS 2 

Namco 

US import 82% 

WWI air time with the crates of 
the Royal Flying Corps. Power 
up your squadron to complete 
missions in strafing, dog fight¬ 
ing and bombing. Chunky 
graphics and deeply arousing 
patriotic music make this one of 
the best flight sims available. 


' STRATEGY ^ 

GET THE OLD GREY 
MATTER ON THE BOIL WITH 
^ A TAXING CHALLENGE. ' 


CACDMA KNIGHT 

Datam Polystar 


Jap Import 46% 

It’s cute and colourful in the 
same sort of style as Pop ’N 
Twinbee and Parodius, but it’s 
nowhere near as good as either 
of them. All it consists of is a 
single screen run around involv¬ 
ing covering a set percentage 
quicker than your opponent (or 
before the many assembled bad¬ 
dies get you). A rank rip-off if 
ever there was one. 

CAMELTRY 

Taito 

Jap/us import86% 

In the old days, we would have 
called this a maze game. Rotate 
the screen and move a small 
ball through the level. 
Challenging, original and fun. 



make sure you get the vastly 
enhanced and much bigger US 
version. It has far more levels 
than the otherwise fabby Jap 
version. 

CHESSMASTER 

Mindscape 

Official 52% 

What can you say about chess? 
As a two player game, this is rea¬ 
sonably presented and is as 
good as you make it. the com¬ 
puter plays a mean game too. 
Sadly though, the graphics are a 
bit poor and the music is utterly 
rubbish. A poor effort but then 
there’s no competition is there? 

FACEBALL 2000 

Buliet Proof 
Software 

US import 87% 

Wander around a maze in pur¬ 
suit of enemy smileys or your 



best mate. There’s also a hidden 
game only accesible through a 
wierd password combination. 
Simple graphics with OK sound 
effects. 

LEMMINGS 

SunSoft 

Official 87% 

A spot on conversion of the com¬ 
puter original and believe it or 
not, an improved control system. 
The graphics are functional 
rather than gorgeous, but saving 
the lives of hundreds of 
Lemmings is enormously addic¬ 
tive. Good music too and a top 
class game. 

LDST VIKINGS 

Interpiay 

Official 89% 

What a refreshing change! A 
SNES release that requires later¬ 
al thinking, patience and 
endurance. It’ll take ages to 
complete. Splendid strategy and 
particularly pleasing problem 


solving. A certain entry to the 
list of classic SNES games. 

MARID IS MISSING 

Mindscape 

Official 86% 

The first of a spate of ‘edutain¬ 
ment’ titles for the little ones. An 
excellent way to teach the tod¬ 
dlers some geography and quite 
taxing for gradutes as well. 

Travel the globe finding famous 
landmarks. Seven’s and up. 

TRODDLERS 

Sales Curve 

Official 90% 

Addictive puzzler that will keep 
you in the house for weeks. Go 
and find the missing troddlers 
that are scattered around hun¬ 
dreds of different rooms. Move 
blocks, catch the little folk and 
get home in time for tea. 

POPULOUS 

Imagineer 

Official 90% 

This game moved mountains 
when it arrived on home com¬ 
puters a couple of years ago and 
the SNES version is excellent. 
Excellent music and some very 
interesting graphics. Lots to do, 
lots to see and lots to keep you 
going. 

PUSHOVER 

Ocean 

Official 86% 

A very frustrating and addictive 
game involving an ant and some 
very special blocks. To complete 
each level you must knock over 
every block like dominoes. 

There are several types of block 
and carefull strategy is required 
to achieve the goal against the 
clock. 

Q-BERT 

NTVIC 

US import 84% 

Hop around with glee avoiding 
all manner of strange creatures 
in an attempt to colour tiles in 
an odd shaped enviroment. A 
strange and qwirky control 
method means initial frustration 
with the tasks. Good graphics 
with great backdrops and nice 
sound to boot. Was the arcade 
version really that long ago? 

RAMPART 

Electronic Arts 

US import 90% 

An original blend of puzzle and 
war. Construct castles to house 
your guns then blast the opposi¬ 
tion out the playing area. 
Graphics and sound are ade¬ 
quate to the job. Don’t expect 
anything spectacular, although 
there is a spot of Mode 7. It’s 
entertaining and enormously 
playable. 

SIM CITY 

Nintendb 

Officiai 92% 

Gorgeous, involving and utterly 
fabulous conversion of the 
home computer favourite. Build 
a city, keep it going and if you 
get bored, destroy it using an 
array of natural (and supernat¬ 
ural) disasters. The graphics 
and sound are just about up to 
the job, but this deserves its 
score on gameplay alone. 




























SPINDIZZY WORLDS 

Activision 

Official 87% 

As old as the hills this game but 
it doesn’t suffer because of it. 
Guide a spinning top around 
mazes of trapdoors, short cuts, 
lifts and all manner of awkward 
obstructions. 

SUPER BOMBERMAN 

Hudson'iSoft 

Official 95% 

One of the best SNES games 
available. Bound around the 
arena blowing up all of your 
mates without a care in the 
world. Excellent. 

WORDTRIS 

Spectrum Hoiobyte 

US import 87% 

Imagine a game like Tetris but 
with words and a timer and a 
vocabulary the size of 
Kilimanjaro. 



fun - just don’t kid yourself that 
it’s an educational and you’ll do 
fine. 

YOSHI’S COOKIE 

Buliet Proof 

Official 82% 

Mario’s jurassic pal takes on 
Tetris in yet another scarey 
cloning incident. Highly addic¬ 
tive with a nice little learning 
curve. Should keep you busy for 
a fair bit. Well, I quite enjoyed it. 


' ADVENTURE ' 

HERE BE DRAGONS. THIS 
rS THE REALM OF SWOf^PS 
, AND SORCERERS. , 


ACTRAISER 

Enix 

Official 90% 

It’s hard to know quite what sec¬ 
tion to put this in. At first, it 
appears to be a side-on slasher 
in the mould of Rastan Saga. 
Delve a little deeper and you’ll 
discover that this is in fact a 
huge, sprawling RPG with ele¬ 
ments of Zelda and Populous. 
Classic stuff and still one of the 
best SNES soundtracks. 

ARCANA 

HAL 

US Import 49% 

Although this looks like a fabu¬ 
lous Dungeon Master clone, it is 
in fact a tedious, plodding 
excuse for an RPG. Combat is 
immensely dull as is the general 
content of the game. Not much 
to recommend it and don’t be 
influenced by the lush graphics. 
It’s a bummer. 

DRAKKHEN 

Infogrames 

Official 80% 

Weird 3D perspective is gener¬ 
ated by the fluid polygon graph¬ 
ics. Other than that, it’s much 
the same as all the other RPGs 
available. This one does have 


smart bits, but not really enough 
to lift it above the crowd. 
Competent and well designed, 
but too heavily structured to be 
addictive. 

FINAL FANTASY 2 

Squaresoft 

US import 89% 

Although this looks incredibly 
dull, the sheer depth and scope of 
the game make it an instant clas¬ 



sic. Shoddy graphics are greatly 
enhanced by the addition of a 
stunning soundtrack. Lots of puz¬ 
zle solving and fighting and a fair 
bit of wandering around. 

FINAL FANTASY 
- MYSTIC QUEST 

Squaresoft 

US import 78% 

Similar to its predecessor but 
with better graphics. This will be 
enjoyed by everyone who fin¬ 
ished the last game. It also 
serves as an introduction to the 
genre., 

LAGOON 

Kemco Seika 

US import 81% 

This Zelda inspired romp does 
have some colourful graphics 
and quite spectacular sound. 



It’s neither as deep or as detailed 
as Zelda and as a result looks like 
a pretty poor imitation. Worth a 
look if you’ve completed the 
aforementioned classic. 

LEGEND OF THE 
MYSTICAL NINJA 

Konami 

US import 90% 

Gorgeous fooking, brilliant 
sounding RPG combined with 
some fun arcade sections. The 
challenge is larger and more dif¬ 
ficult than it first seems - you’ll 
play this into the small hours. 
Entirely wholesome stuff. 

SHADOWRUN 

Laserbeam 

Officiai 90% 

An innovative and addictive 
cyberpunk RPG. At last a game 
that shrugs off the trainspotter 
stigma. Arcade style shooting 
throughout ensures the best of 
both worlds. 

SOUL BLAZER 

Enix 

US import 93% 

This absolutely fabulous 
(dahling) role playing game is 
easy to get into and will have 
you playing it at all hours. It’s 
the grown up version of Zelda. 
The plot is dark and mysterious 
thus giving it plenty of atmos¬ 
phere. You’ll be playing this 



detailed and often stunning, with 
good use made of the Super 
Nintendo hardware. The music 
is fine and the gameplay is deep 
and involving. This represents 
excellent value for money. 


YS111 

Tonkin House 

US import 86% 

Fabulous RPG with nice graph- 



complete. Everything about this 
reeks of quality and the only 
thing that really lets it down is a 
somewhat weak plot. Check it 
out though, it’s among the best 
RPGs that you’ll find on the 
Super Nintendo. 


ZELDA3 

Nintenffo 

Official 95% 

Last and certainly not least. 
Zelda 3 is the office favourite. 
This is the creation of Mario 
programmer Shigeru Miyamoto. 
Even if you’re not interested in 
RPGs, the combination of 
arcade action and clever puzzles 
is a joy to behold. This is one of 
the finest video games ever and 
you simply must have this. 
Gorgeous graphics, great game- 
play and months of challenge. 


PUTFORM 

AS WIDE RANGING A 
CATEGORY AS EVER GOT 
INTO AN INDEX. 


CLAYMATES 

INTERPLAY 

Official 81% 

Enjoyable and amazingly addic¬ 
tive plasticine platform romp. 
Excellent claymation graphics 
with just a little twist of harsh 
gameplay make this one a treat 

THE ADDAMS FAMILY 

Ocean 

Official 82% 

Slick and playable platform 
game that lacks the depth and 
playability of say Mario, but still 
a worthy and enjoyable effort. 
The graphics are often gor¬ 
geous, but slightly repetitive. 

The music can be plain annoy¬ 
ing but it does have that addic¬ 
tive spark that will keep you at it 
for days. 

ADDAMS FAMILY 2 

Ocean 

Official 88% 

Pugsley’s Scavenger Hunt isn’t 
as large as the first and there is 
a stronger puzzle element to it. 
Yet again though the graphics 
are great, the music ookyand 
kooky and everything moves 
perfectly. It isn’t a game that 


you can whizz through either, 
this one requires some thought. 

ADVENTURE ISLAND 

Hudsonsoft 


Official 87% 

This bouncy game has the best 
music that you will find on any 



game for the SNES. The game¬ 
play is a bit dodgy and a touch 
easy at times but it’s worth a 
play. Just try to calm any fears 
you might have about cutesy 
graphics and you shouldn’t do 
too badly. 

ANOTHER WORLD 

Interpidy 

Official 91% 

More platforms than blasting 
mean that Another World nar 



rowly makes it into this catego¬ 
ry. The graphics are very unusu¬ 
al polygons, but are put to good 
use and exceptionally realistic. 
The music is atmospheric and 
superb and the gameplay is 
deep and complex. Once fin¬ 
ished, you’ll try to do it faster 
and better than before and enjoy 
it hugely. Highly recommended. 

ASTERIX 

Infogrames 

Official 92% 

Excellent platform romp around 
the globe with the wee french 
lad who we all love. This one will 
last you a lifetime, what with all 
the levels, baddies and animals 
you have to contend with. No 
battery back up, but still a class 
act. 

B.O.B 

Electronic Arts 

Official 90% 

Although this will win no awards 
for originality it won us over in 
other departments. It is quirky, 
humorous and fun to play. 



The graphics are excellent and 
the progression is just right. Not 
just another platform game. 

CHUCK ROCK 

Sony Imagesoft 

US import 90% 

Cartoon style capers in the land 
time forgot all about completely 
and failed to include in the his¬ 
tory books. More’s the pity as 
there is plenty to do with rock 
tossing, belly bashing and sav¬ 
ing your loved Ophelia from the 
evil dinosaurs and bogey men. 


DRAGON’S LAIR 

Bite 

Official 91% 

Striking platform slasher with 
some very nice graphics. It’s 
very unusual in appearance and 
the control method takes quite a 
while to get used to. Once 
you’ve mastered it though, 
you’re in for a nice treat. It’s just 
a shame it wasn’t a bit bigger 
though. 

FAMILY DOG 

THQ 

US Import 72% 

If the standard of in-game 
graphics is your main criterion 



on which to base your buy or 
not to buy decision then forget 
this one. Neither the sonics nor 
the graphics are worth howling 
at the moon for but both hold a 
strange, inexplicable loveable 
quality. It’s a carefree doggy 
romp that will last far beyond 
toilet training. 

FIRST SAMURAI 

Marubeni 

Official 89% 

A classic game from way back in 
the mists of time. It’s a mystical 
platform adventure with a little 
twist of oriental magic. A tad 
low on levels but full of playabil¬ 
ity and fine sound effects. 

GODS 

Mindscape 

Official 82% 

A platform shootie with a few 
puzzles thrown in and some 
commendable graphics. It’s just 
too samey to lift it above the 
crowd. 

GUN FORCE 

IREM 

US Import 78% 

Xardian clone with not much 
more to offer. Gameplay a bit 
too jerky with some complicated 
scenery to explore. End of level 
guardians can prove very tricky 
especially with the won weapon. 

HOME ALONE 

THQ 

US import 12% 

Listen carefully, I shall say this 
only once. If you buy Home 
Alone, then you are a very sick 
person. You need help, lots of it 
and right now. It’s crap. No kid¬ 
ding. Do not buy it. Do not rent 
it. Do not stay home alone. 

HOOK 

Sony 

Jap/us import87% 

Although this can be slow, it still 
manages to keep you interested. 
The graphics are lovely, with 
depth and character and 
although the gameplay has been 
done fifty squillion times before, 
you’ll probably love it anyway. 

It’s one of the most fluid, 
playable and attractive games 


available on the SNES. Don’t 
forget to pack your tights. 

JAMES BOND JR 

THQ 

US import 45% 

ALERT! Another THQ classic pile 
of rubbish this time graphically 
portraying the exploits of a little 
known boy called Bond. Naff 
gameplay naff sound naff every¬ 
thing. If you have done some¬ 
thing wrong and wish to punish 
yourself then go ahead. Buy it... I 
dare you. 

JERRY BOY/SMART 
BAU 

Sony 

Jap/us import 89% 

After reading reviews in other 
mags, it becomes obvious that it 
hadn’t been played properly. 

Give it time and you’ll find that 
theantics of a lump of jelly 
could be a most entertaining 
experience. It oozes playability. 

JOE AND MAC 

Elite 

Officiai 90% 

Spot on conversion of the Data 
East coin-op and a credjt to the 
British team who did the job. 
Hampered only by the limita¬ 
tions of the original, this is an 
attractive and playable romp. 
Nice graphics, excellent sound 
and a whole load of gameplay. 

JOE AND MAC 2 

iREM 

Jap import 82% 

A gorgeous looking semi-sequel 
converted from the arcade ver¬ 
sion. It’s funny and fun and 
quite quirky to boot. 



Have a bash as a Caveman Ninja 
and it’s just possible that you’ll 
never look back. 


KRUSTY’S SUPER FUN 
HOUSE 

Acciaim 

Official 84% 

Krusty is a clown from the local 
TV station who specialises in 
showing violent cartoon shows. 
In this game, you must rid 
Krusty’s Fun House of the rats 
who now infest it. Classic plat¬ 
form action. 

LETHAL WEAPON 

Ocean 

Official 75% 

Playing as either Murtaugh or 
Riggs you have to tackle various 
missions against the clock. The 
missions are too similar though 
as you progress it improves. 

MAGIC SWORD 

Capcom 

Jap/us import 73% 

Oh Clear, Capcom’s first duffer? 
Well, it’s not up to their normal 
standard but it’s by no means a 
turkey. The graphics are slick 
and polished and the music and 
sound effects are brilliant. The 
problem is, that the gameplay is 
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incredibly repetitive and not very 
enthralling to begin with. Kind of 
like Black Tiger with all the good 
bits taken out. 

MARIO ALLSTARS 

NINTENDO 

Official 92% 

All four ancient Mazza games 
revamped and slapped onto one 
cart. An immensely creative cart 
with more levels than you can 
shake a MES at. A tough chal¬ 
lenge for anyone. 

MICKEY MOUSE 

Capcom 

Jap import 90% 

Anything from Capcom means 
the seal of quality and good 
looks for the SNES. Mickey 
Mouse is no exception with fan¬ 
tastic worlds to explore and 
amazing graphics. 



One small winge might be that 
the game is a little too easy to 
complete but you get your 
money’s worth. There’s no 
doubt about that. 

PRINCE OF PERSIA 

NCS 

Jap import 90% 

Utterly fabulous in every 
respect, this game has proved 



to be a perrenial office favourite. 
You’ll come back to it time and 
time again as the game is 
absolutely huge. Masses of 
action and lush graphics are 
combined with one of the most 
atmospheric SNES soundtracks 
to date. 

ROADRUNNER 

SunSoft 

US import 88% 

Cartoon capers with Road 
Runner evading the hungry 
coyote at the expense of every¬ 
one’s patience. Great graphics, 
brilliant animations but let down 
by the control method. Wile E 
Coyote is still hilarious though. 

ROBOCOD 

Ocean 

Officiai 90% 

Theses are some of the scrum- 
miest, most candy striped 
graphics you will ever find on a 
SNES (until Zool comes out). 
Frantic action is complemented 



by an enormous and challenging 
game. The transportation ele¬ 
ments add a touch of variety, 
which is much needed in plat¬ 


form games of this ilk. Fast, furi¬ 
ous, frantic fun. Try it out. 

ROBOCOP 

Ocean 

Official 89% 

The graphics in this game are 
fantastic, and the gameplay, 
while fun is hindered by the dif¬ 
ficulty level. It’s one of the 
toughest games we’ve ever had 
in. You can complete it though - 
well you can if have a Game 
Genie and infinite lives. We 
mean it. For the toppest games 
players only. 

SKUUAGGER 

ASC 

US import 80% 

Bizarre plot and dodgy graphics 
mask a simple and enjoyable 
platform romp. There isn’t 
much to it and variety (not 
Bobby Davro/Bruce Forsyth) 
fans will soon grow bored. 
Nothing drastically wrong with 
it, but it doesn’t shine. 

SUPER CASTLEVANIAA 

Konami 

Officiai 92% 

You’ll run out of superlatives 
very quickly as you try to 
describe to your pals the huge, 
sprawling and mindlessly addic¬ 
tive nature of this game. 

Fabulous in every respect and 
very, very urmm... large. Play as 
Simon Belmont, vampire killer 
extraordinaire. 

SUPER GHOULS ’N’ 
GHOSTS 

Capcom 

Officiai 92% 

Capcom’s first effort on the 
Super Nintendo Entertainment 
System and still one of the all 
time greats. Fantastic graphics 
combined with creepy, orches¬ 
tral music in this fabulous remix 
of the Capcom coin-op. 

SUPER MARIO WORLD 

Nintendo 

Officiai 95% 

This game is synonymous with 
the greatest console in the 
World so it’s going to have to be 
a stonker isn’t it? As much plat¬ 
form playability and hilarity you 
can get out of a cartridge. 
Fantastic. 

TINY TOONS 

Konami 

Jap import 90% 

One of the most fabulous games 
to wander into Super Action 
Tower. Gorgeous graphics. 



smart tunes and some unbeliev¬ 
able gameplay. The cartoon tie 
in has already shifted plenty of 
these but it’s worth it. 

TOM AND JERRY 

Hi Tech 
Expressions 

US Import 78% 

An enjoyable and playable plat¬ 
former that’s let down by lack of 


appearances by Tom. The jaunty 
theme tune is in there and the 
squeaks of pain from Jerry 



tear-jerking. Fans of the cartoon 
may feel betrayed a little but 
platform enthusiasts will relish 
the challenge. 

WAYNE’S WORLD 

THQ 

Import 69% 

If it’s laughs and extended 
enjoyment you’re after, buy the 
video. Because this release is a 
prime example of a software 
house rush releasing a SNES 
cart to cash in. It’s not the worst 
movie licence ever but it certain¬ 
ly doesn’t encourage you to buy 
another. A pretty poor plat¬ 
former. 


SPORTS GAMES 

ARMCHAIR SPORTS 
FREAKS STEP THIS WAY, 
IT’S PARTY TIME. 


AMERICAN 

GLADIATORS 

Gametek 

US Import 48% 

Nothing really shines here - the 
play area is so small at times it’s 
like an old digital watch game. 
This is a shame as an excellent 
sim of the popular TV show 
would have been well within the 
Super Nintendo’s capabilities. 

AUGUSTA MASTERS 

T&E Soft 

Jap import 82% 

Smart golf game from the 
experts, marred only by slow 
update and odd graphics. The 
text can be ignored and once 
you figure it out, this is one of 
the better SNES golf sims. 

BASEBALL 
SIMULATOR 1000 

Cuiture Brain 

US import 76% 

Reasonable Baseball simulator 
and let’s be honest. They’re all 
exactly the same really. Wiffy 
graphics, annoying tunes and 
some very dull gameplay. 
Flowever, if you like Baseball 
you’ll probably love it. 

BULLS vs BLAZERS 

Electronic Arts 

US import 69% 

This is a flash and fast game 
that has a constant record fea¬ 
ture. You can play back the last 
30 seconds at any time during 



the game. Which is a real treat 
for for Speilbergs, but not so 
hot for any budding Jordans. 
Gameplay and graphics are 
nothing to stir the senses either. 


CAL RIPKEN JNR 

Mindscape 

US import 85% 

The only thing that lets Cal 
down is that it is a Baseball 



game. If you let that fact colour 
your thinking though you will be 
missing a tension ridden two 


player bonanza that will get your 
blood pressure to extremes. 

DAVID CRANE’S 
AMAZING TENNIS 

Absdiute 

US import 92% 

Fortunately for David Crane, 
this really is amazing. The 
graphics are stunning, the 
sound effects totally convinc¬ 
ing and the gameplay superb. 
Easily on par with Super 
Tennis, but in order to pull that 
off it is unfortunately almost 
identical in play. 

EXTRA INNINGS 

Sony Imagesoft 

US import 70% 

This game takes the cutesy 
approach to baseball, with 
small round sprites bimbling 
around in an amusing manner. 

It plays very well and that, com¬ 
bined with rather attractive 
graphics and smart music 
means that this is one of the 
better Baseball titles available 
on the SNES. 

HOLE IN ONE GOLF 

HAL 

Jap import 91% 

The first golf game available for 
the Super Nintendo and still eas¬ 
ily one of the best. The overhead 
view of the course may not be 
as realistic as the polygons 
employed by other golf games 
but it’s effective just the same. 
Nice use of Mode 7 but some 
tragic music. 

THE IREM SKINS GAME 

IREM 

US import 89% 

Nothing to do with Hannibal 
Lecter, this is golf! Play for cash 





and thrill to the amazing mode 
seven graphics. It’s great in play 
and the competitive aspect adds 
to the proceedings - certain 
Europress staff have been 
known to play this for real 
money. One of the best all round 
golf titles. 

JIMMY CONNORS PRO 
TENNIS 

UBI Soft 

US import 89% 

A great tennis game with loads 
of options. Whizz around the 
world playing on various sur¬ 


faces in your attempt to become 
the number one seed. Not quite 
as good as Super Tennis but 
worth a look. 

JOHN MADDEN’S 93 

Electronic Arts 

Official 78% 

Electronic Arts make amends 
with this hugely improved 
revamp of the first SNES 
Madden’s. Graphics are slicker, 
music is better and gameplay is 
much better. A smart and 
playable title with lots to recom¬ 
mend it - the fact that it’s an 
American footy game is its 
downer. 

KEVIN KEEGAN’S 
PLAYER MANAGER 

ANCO 

Official 81% 

Don your curly perm wig and 
you are Kevin Keegan! An excel¬ 
lent balance of skill and strategy 
to please all those footie fans 
that have been craving for a 
good player manager game for 
the past million years. 

KICK OFF 

Imagineer 

Official 83% 

Amiga and ST owners will relate 
to this as it is a vast improve¬ 
ment on their version. A compli¬ 
cated and hard game that has 
depth and oodles of 



lasting appeal. Graphically, it 
isn’t much actually but that isn’t 
the point as it isn’t trying to 
break any new ground. Until 
Kevin Keegan’s Player Manager 
came out it was nevertheless an 
essential purchase. 

NCAA BASKETBALL 

Nintendo 

US import 90% 

When this game came in the 
office everybody was trans 
formed in to hi-top wearing 
giants. The sound is smart, the 
graphics are good but the game¬ 
play is amazing. Total addiction. 
The best Basketball available on 
the SNES and no doubt it will be 
for a long time to come, this is 
way ahead of the field. 

NHLPA HOCKEY 

Electronic Arts 

Official 84% 

Almost a direct copy of the 
Mega Drive version and it 
shows, what with jerky graph¬ 
ics and small sprites. Good 
gameplay though with plenty 
of options and the classic head 
to head. Added features 
include fighting and the “look 
what I did” action replay. 

NOLAN RYAN’S 
BASEBALL 

Romstar 

US import 70% 

Pretty much exactly the same as 
most other baseball games, but 
with decent graphics and a 
smart soundtrack. Reasonable 
stuff and you’re spoiled for 


choice. 

PEBBLE BfACH GOLF 
LINKS 

T&E Soft 

US Import 90% 

As professional as Langer, Faldo 
and Ballesteros rolled into one. 
Even the hefty manual is worthy 
of commendation. The statistics 



multiplicity of good points, is a 
brilliant feature. Although there’s 
only one course for you to play 
on, you’ll definitely come back 
to it again and again. 

STRIKER 

Elite 

Official 86% 

The best football game on the 
Super Nintendo. It looks like 
football, it sounds like football 
and most important of all it 
plays like football. The options 
available widen the game and 
give you the chance to cus¬ 
tomise everything from hair 
shades to player’s names. 

SUPER BOWLING 

Athena 

US import 88% 

No fun at all for a single player, 
yet hugely enjoyable with a cou¬ 
ple of pals. Great graphics and 
sound but just a little too easy in 
the long run. 

SUPER SOCCER 

Nintendo 

Official 80% 

It looks a lot better than it actu¬ 
ally is, but this game does play a 
very nice game of football. Good 
graphics, ace music and lots of 
playability. Players moving “up” 
the pitch do have a huge advan¬ 



tage though, as the action is 
mostly obscured by the net. 


SUPER TENNIS 

Nintendo 

Official 92% 

Still the best Tennis game avail¬ 
able for the Super Nintendo and 
indeed, on any machine ever. The 
computer plays a challenging 
game, but this release really 
comes into its own in the two 
player mode. 

WORLD LEAGUE 
SOCCER 

Mindscape 

Import 80% 

This is nice and fast and scrolls 
beautifully but looks like a game 
of high speed draughts played 
on a billiard table. There is a 
whole host of options to choose 
from, including match duration 
and background music. 
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GAMEGEAR+ 

JURASSICPARK 

0839404093 ^ 

NSJwmN : 


0839404084 


£60 worth of Action! 


^ 0839^)4081 


Anypystick up to £70! QQ^ 
NSTANrWN! 


404(m 


WJNA SEQAJ\/ IEGADBI V£, 


INSTANT WIN! 


SUPER 

NNTBtDOf 

JURASSICPARK 


immwi 


INSTANT WIN! 


Calls cost 36p per min (cheap) ^ per min (other times). Max possible cost £3.60. Please be sure you ha\« permission to make this cail. Where Instant 
Win is indicated there is no tiebre^er and prizes are won instantly. Other competitions close 30.11.93 and involve multiple choice questions with 
tiebreaker. Nintendo/Sega/Amiga/Streetfighter li and Jurassic Park are ail registered trademarks of their respective companies. We are not rotated to or 
endorsed by them. For mles and winners' names please send SAE to: Info Media Services Ltd, PO Box 28 Northampton NN15DS. 
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Console with game around £140 
Game around £60. 
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average bear and" 
twice as fat. Big bad 
yogi hampers into^^ 
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XMAS SPECIAL 


Whatever you do, don’t out on ail these Super Nintendo 
miss next month’s amazing exciusives written in our own 
Christmas issue of Super inimitabie style. With all this, 

Action. If you do, you’ll miss how could you possibly resist? 


COOL SPOT 

The coolest, hippest circular sprite since Pac- 
Man makes himself known to all and demands 
that we play with him until our fingers bleed. 


EMPIRE STRIKES BACK 

Luke Skywalker is back! He feels the force and 
I bet he can feel the cold too. Join Luke and 
his pals on a snowy journey to save the uni¬ 
verse from evil droids or something. 


MAGIC BOY 

He’s magic, he’s a boy and he’s on your Super 
Nintendo! Be prepared for chasing maniac 
dinosaurs around Magicland in the latest plat 
form based offering from JVC. 

















SUPER NES DEALS 

SUPER NES WITH STARWING 

& ONE NINTENDO JOYPAD - GENUINE UK 
VERSION. SAVE £17 . 112.99 

SUPER NES WITH MARIO ALL STARS 

& ONE NINTENDO JOYPAD - GENUINE UK 
VERSION. SAVE £17. 112.99 

SUPER NES AS ABOVE WITH STARWING OR MARIO ALL 
STARS COMPLETE WITH SONY 14" FST KVM1400 COLOUR 

TV/MONITOR AND SCART LEAD, save £43 on rrp . 295.99 

SUPER NES WITH STREETFIGHTER TURBO 

& ONE NINTENDO JOYPAD - GENUINE UK VERSION. SAVE £17. 122.99 

SUPER NES WITH STREETFIGHTER TURBO AS ABOVE 
COMPLETE WITH SONY 14" FST KVM1400 COLOUR 
TV/MONITOR AND SCART LEAD, save £43 on rrp. 305.99 




SONY KVM1400 
14” FST 
COLOUR 
TV/MONITOR 
WITH REMOTE 
CONTROL. 

60 CHANNEL TUNING, 
REAR SCART INPUT, 
HEADPHONE SOCKET, TWO POSITION TILT, 
BLACK TRINITRON SCREEN, LOOP AERIAL. 

FREE SCART LEAD 


(STATE AMIGA, ST, MEGADRIVE OR SNES). 


SONY TV (GREY) .194.99 

SONY TV (WHITE) .194.99 


SONY TV WITH FASTEXT 249.99 


SUPER NES GAMES 
= NEW GAME 

RRP OUR 


PRICE 

ADDAMS FAMILY .44.99 ...37.49 

ADDAMS FAMILY 2 - PUGSLEY’S 

SCAVENGER HUNT .44.99 ...34.99 

ADVENTURES OF DR. FRANKEN .44.99 ...39.99 

AGURI SUZUKI F1 RACING.44.99 ...37.49 

ALIEN 3.49.99 ...43.99 

AMAZING TENNIS (DAVID CRANE) .44.99 ...39.99 

ASTERIX .44.99 ...39.99 

AXELAY .44.99 ...37.49 

B.O.B.44.99 ...39.99 

BATMAN RETURNS .49.99 ...40.49 

BATTLETOADS IN BATTLEMANIACS 39.99 ...34.49 

BUBSY BOBCAT .39.99 ...33.49 

CAL RIPKEN BASKETBALL .49.99 ...44.99 

CAPTAIN AMERICA .49.99 ...44.99 

CHAMPIONSHIP POOL .49.99 ...44.99 

CHUCK ROCK .49.99 ...39.99 

CLIFFHANGER .49.99 ...39.99 

CYBENATOR .49.99 ...40.49 

DESERT STRIKE .44.99 ...39.99 

DRACULA .49.99 ...39.99 

EQUINOX .49.99 ...39.99 

EXHAUST HEAT.44.99 ...36.99 

F-ZERO.39.99 ...32.99 

FIRST SAMURAI .49.99 ...43.99 

FLASHBACK .49.99 ...39.99 

FOOTBALL .49.99 ...39.99 

GOOF TROOP .49.99 ...41.99 

HOOK .49.99 ...39.99 

INCREDIBLE CRASH DUMMIES .49.99 ...43.99 

JIMMY CONNORS’PRO TENNIS TOUR 49.99 ...37.99 

JOHN MADDEN‘93 .44.99 ...35.49 

JURASSIC PARK .54.99 ...44.99 

KEVIN KEEGAN PLAYER MANAGER 49.99 ...43.99 

KING ARTHUR’S WORLD .44.99 ...37.49 

KRUSTY’S FUN HOUSE .44.99 ...37.49 

LAGOON .59.99 ...51.99 

LAMBORGHINI .44.99 ...37.49 

LAST ACTION HERO .49.99 ...39.99 

LEMMINGS .49.99 ...41.49 

LOST VIKINGS .39.99 ...33.49 

MAJOR TITLE GOLF .44.99 ...39.99 

MARIO ALL STARS .49.99 ...41.49 

MARIO IS MISSING .49.99 ...44.99 

MARIO PAINT WITH MOUSE .59.99 ...49.99 

MECHWARRIOR .49.99 ...43.99 

MEGALOMANIA .49.99 ...43.99 

MICKEY’S MAGICAL QUEST .59.99 ...49.99 

MORTAL KOMBAT.59.99 ...49.99 

MYSTIC QUEST .39.99 ...33.49 

NBA ALL STAR CHALLENGE .49.99 ...43.99 

NFL QUARTERBACK CLUB .59.99 ...51.99 

NHLPA ‘93 ICE HOCKEY.44.99 ...35.49 


NIGEL MANSELL’S 

WORLD CHAMPIONSHIP.39.99 ...33.49 

OUTLANDER .49.99 ...44.99 

PEBBLE BEACH GOLF.49.99 ...41.49 

PGA TOUR GOLF .44.99 ...39.99 

PIERRE LE CHEF .49.99 ...44.99 

PILOT WINGS .39.99 ...32.99 

PINK PANTHER .49.99 ...44.99 

PLOK .39.99 ...33.99 

POP N'TWINBEE .49.99 ...40.49 

PRINCE OF PERSIA .49.99 ...41.49 

PUSHOVER.39.99 ...35.49 

RENANDSTIMPY .44.99 ...39.99 

ROAD RUNNER (LOONEY TUNES) .49.99 ...41.49 

SENSIBLE SOCCER .49.99 ...39.99 

SIM CITY .39.99 ...32.99 

SKYBLAZER .49.99 ...39.99 

STARWING .49.99 ...40.49 

STREETFIGHTER 2 .64.99 ...55.49 

STREETFIGHTER TURBO .59.99 ...49.99 

STRIKER .44.99 ...40.49 

SUNSET RIDERS .49.99 ...42.49 

SUPER ALESTE.44.99 ...37.49 

SUPER BOMBERMAN .49.99 ...39.99 

SUPER CASTLE VANIA 4 .44.99 ...37.49 

SUPER GHOULS AND GHOSTS.39.99 ...32.99 

SUPER GOAL.44.99 ...37.49 

SUPER KICK OFF .44.99 ...35.99 

SUPER MARIO KART .39.99 ...32.99 

SUPER MARIO WORLD .44.99 ...37.49 

SUPER PROBOTECTOR .44.99 ...37.49 

SUPER PUTTY .44.99 ...40.99 

SUPER R-TYPE .39.99 ...32.99 

SUPER SMASH TV.44.99 ...37.49 

SUPER SOCCER .39.99 ...32.99 

SUPER STAR WARS.49.99 ...41.49 

SUPER STRIKE EAGLE .49.99 ...42.49 

SUPER TENNIS .39.99 ...32.99 

SUPER WWF WRESTLEMANIA.44.99 ...34.99 

TERMINATOR 2 - 

THE ARCADE GAME .49.99 ...43.99 

TINY TOON ADVENTURES - 

BUSTER BUSTS LOOSE .49.99 ...40.49 

ULTRAMAN.39.99 ...28.49 

VEGAS STAKES.39.99 ...33.49 

WARPSPEED .49.99 ...32.99 

WING COMMANDER 

SECRET MISSIONS .49.99 ...44.99 

WORLD LEAGUE BASKETBALL .39.99 ...32.99 

WWF ROYAL RUMBLE.59.99 ...53.99 

YOSHI’S SAFARI (SCOPE 6 GAME) ...39.99 ...34.49 

ZELDA 3 - LINK TO THE PAST .39.99 ...32.99 

ZOMBIES .49.99 ...42.49 


FOR A FREE CATALOGUE 
PLEASE CALL 

0279 600204 


SUPER NES EXTRAS 


JOYPADS 

DRAGON SPEEDPAD (WITH AUTOFIRE).9.99 

FREEWHEEL STEERING WHEEL FOR SNES. 
PLUGS INTO JOYPAD PORT. SUITS MOST 

DRIVING GAMES.24.99 

LOGIC 3 LOGIPAD SN FOR SNES. 

THE WORLD’S FIRST FULLY MICROSWITCHED 

JOYPAD. WITH AUTO FIRE.13.99 

NINTENDO CONTROL PAD .15.99 

NINTENDO SCOPE 6 LIGHT GUN 
WITH SIX GAMES. GENUINE UK VERSION. ...39.99 
NINTENDO SCOREMASTER JOYSTIC WITH 
SLOW MOTION AND TWO SPEED AUTOFIRE 35.99 
PHASE 9 OBLITERATOR WITH AUTOFIRE 

(TWO SPEED) AND SLOW MOTION.13.99 

QS160 SUPERCON 2 JOYPAD 

(WITH SLOW MOTION AND AUTOFIRE).10.99 

QUICKJOY SN PROGRAM PAD 


PROGRAMMABLE JOYPAD CAN HOLD UP TO 
THREE PRESET MOVES IN MEMORY. IDEAL FOR 
GAMES WHERE SPECIAL MOVES USING MORE 


THAN ONE BUTTON ARE REQUIRED.28.99 

QUICKJOY SN PROGRAMMABLE JOYSTICK 

WITH AUTOFIRE AND SLOW MOTION.35.99 

QUICKJOY SN PROPAD 
(WITH SLOW MOTION AND 

TWO SPEED AUTOFIRE).11.99 

SAITEK MEGAMASTER I JOYSTICK WITH 
AUTOFIRE AND SLOW MOTION 

(MICROSWITCHED).18.99 

SAITEK MEGAPAD II WITH AUTOFIRE 

AND SLOW MOTION.11.99 

TURBO TOUCH 360 (TOUCH 

SENSITIVE JOYPAD WITH AUTOFIRE) .18.99 

LEADS 

SCART LEAD - SUPER NES TO 

TELEVISION WITH SCART INPUT .9.99 

MONITOR LEAD - SUPER NES TO 
PHILIPS CM8833 MK2 OR 

CBM 1084S MONITOR.12.99 

NINTENDO STEREO AUDIO/VISUAL LEAD 
FOR SUPER NES (INCLUDES SCART/EURO 
CONNECTOR AND RED/YELLOW/WHITE PHONO 
STEREO & VIDEO LEAD).15.99 

STORAGE 


PROTECTOR CASES FOR CARTS (PACK OF 3). 
PROTECTS CARTRIDGES FROM MOISTURE AND 

DUST (COLOURS MAY VARY).6.99 

LOGIC 3 MULTI CASE CARRY BAG (EXTRA 
COMPARTMENTS FOR LEADS, JOYPADS AND 
GAMES) .12.99 

GAME GENIE (GAMES ENHANCER, ALLOWS 
CHEAT CODES TO BE ENTERED FOR INFINITE 
LIVES, CREDITS ETC. BOOK OF CODES 
INCLUDED).37.99 



GAMEBOY DEALS 

GAMEBOY WITH NO EXTRAS. 
GENUINE UK VERSION. 

FREE KONIX GB HOLSTER. 
.39.99 


GAMEBOY WITH STEREO HEADPHONES, 
BATTERIES, TWO PLAYER LEAD AND TETRIS. 
GENUINE UK VERSION. 

FREE KONIX GB HOLSTER. .49.99 


GAMEBOY GAMES 

= NEW GAME 

ADDAMS FAMILY 2 - PUGSLEY’S 

SCAVENGER HUNT .23.49 

ALFRED CHICKEN .23.99 

ALLEYWAY.13.49 

ASTERIX .23.99 

ASTEROIDS .12.99 

BALLOON KID .20.49 

BART VS JUGGERNAUTS .14.99 

BATMAN - 

THE ANIMATED SERIES .21.99 

BATTLE OF OLYMPUS .23.49 

BATTLESHIP .23.99 

BATTLETOADS.21.49 

BATTLETOADS IN 

RAGNAROK’S WORLD .21.99 

BILL AND TED’S 

EXCELLENT ADVENTURE.17.49 

BOULDER DASH .21.99 

BURAI FIGHTER DELUXE .13.49 

CASTLEVANIA .14.49 

CASTLEVANIA2 .14.99 

CHESSMASTER.20.49 

CHUCK ROCK .20.99 

DARKWINGDUCK .21.99 

DR. FRANKEN 2.23.99 

DR. MARIO .20.49 

DRACULA .20.99 

DROPZONE .23.99 

DUCK TALES.21.49 

EMPIRE STRIKES BACK.21.49 

FI 5 STRIKE EAGLE .23.49 

FIDGETTS .23.49 

FIRE FIGHTER .23.99 


FLINTSTONES .21.49 

FORMULA 1 RACE (WITH FOUR 

PLAYER ADAPTOR).25.49 

GARFIELD .24.99 

GARGOYLES QUEST .13.49 

GEAR WORKS .20.99 

GOLF .18.49 

JACK NICKLAUS GOLF .21.49 

JURASSIC PARK .24.49 

KID DRACULA .22.49 

KID ICARUS .20.49 

KIRBY’S DREAM LAND .20.49 

KRUSTYS FUN HOUSE .19.49 

LAST ACTION HERO .20.99 

LAWNMOWER MAN .23.49 

LEMMINGS .22.49 

LETHAL WEAPON .23.99 

LOONEY TUNES .25.49 

MARBLE MADNESS.20.49 

MARIO AND YOSHI .20.49 

MEGA MAN 2.20.49 

MERCENARY FORCE .21.99 

METROID2.13.49 

MICKEY’S PUZZLE .23.99 

MORTAL KOMBAT .26.99 

MOTOR CROSS MANIACS.14.49 

MYSTIC QUEST .25.49 

NIGEL MANSELL’S WORLD 

CHAMPIONSHIP .22.49 

NINTENDO WORLD CUP.20.49 

OTHELLO .13.49 

PINBALL DREAMS .23.49 

POPULOUS.23.49 

PRINCESS BLOBETTE .13.49 

R-TYPE.22.49 

RADAR MISSION .20.49 

RAGING FIGHTER.22.49 


REN AND STIMPY .22.99 

ROAD RASH .23.49 

SIDE POCKET .20.49 

SOLAR STRIKER .13.49 

SPEEDY GONZALES .24.99 

STAR TREK.25.49 

STAR WARS .22.49 

SUPER JAMES POND .23.49 

SUPER MARIO LAND .20.49 

SUPER MARIO LAND 2 .25.49 

SUPER RC PRO-AM.21.99 

TEENAGE MUTANT HERO TURTLES - 

RADICAL RESCUE .21.99 

TENNIS.19.49 

TERMINATOR 2.14.99 

TERMINATOR 2 - 

THE ARCADE GAME .23.49 

THE SIMPSONS • 

ITCHY AND SCRATCHY .23.99 

TINY TOON ADVENTURES.21.49 

TINY TOON ADVENTURES - 
MONTANA’S 

MOVIE MADNESS .21.99 

TIP OFF (BASKETBALL).23.49 

TOM AND JERRY 2 23.99 

TOP RANKING TENNIS .20.49 

TRACK AND FIELD .24.49 

TURRICAN .14.49 

TURTLES 2.25.49 

UNIVERSAL SOLDIER.12.99 

WIZARDS AND WARRIORS .20.49 

WWF SUPERSTARS.21.49 

WWF SUPERSTARS 2.24.49 

WWF WRESTLING 3 23.99 

YOSHI’S COOKIE .18.49 

ZELDA • LINK’S AWAKENING 22.49 
ZEN - INTERGALACTIC NINJA ...22.49 


MANGA VIDEOS 

PLEASE NOTE THAT DUE TO THE NATURE 
OF SOME OF THE VIDEOS WE ONLY 
ACCEPTED POSTED/FAXED ORDERS FOR 
VIDEOS WITH AN 18 CERTIFICATE. PLEASE 
STATE '1 AM OVER 18' ON YOUR ORDER. 

= NEW VIDEO 


3X3 EYES (RATED 18) .10.99 

3X3 EYES PART 2 (RATED 15) .9.99 

AKIRA (RATED 15) .12.99 

AKIRA DOUBLE PACK (RATED 15) .17.99 

CRYING FREEMAN PART 1 (RATED 18) .10.99 

CRYING FREEMAN PART 2 (RATED 18) .9.99 

DOMINION TANK POLICE 1 AND 2 (RATED 15) ...12.99 
DOMINION TANK POLICE 3 AND 4 (RATED 15) ...12.99 

DOOMED MEGALOPOLIS (RATED 15).9.99 

DOOMED MEGALOPOLIS 2 (RATED 18) 9.99 

FIST OF THE NORTH STAR (RATED 18) .12.99 

HEROIC LEGEND OF ARISLAN 1 (RATED PG) ...10.99 
HEROIC LEGEND OF ARISLAN 2 (RATED PG) 10.99 

JUDGE (RATED 15) 9.99 

LENSMAN (RATED PG) .12.99 

ODIN (RATED PG) .12.99 

PROJECT A-KO (RATED 15).12.99 

R.G. VEDA (RATED PG).12.99 

TETSUO - THE IRON MAN 

(LIVE ACTION - RATED 18) .12.99 

TETSUO 2 - BODY HAMMER 

(LIVE ACTION - RATED 18) .12.99 

TETSUO DOUBLE PACK 

(LIVE ACTION - RATED 18) 17.99 

THE ULTIMATE TEACHER (RATED 15) 9.99 

UROTSUKIDOJI - LEGEND OF THE OVERFIEND 

(RATED 18) .12.99 

UROTSUKIDOJI 2 - LEGEND OF THE DEMON WOMB 

(RATED 18) .12.99 

VAMPIRE HUNTER D (RATED 15) .12.99 

VENUS WARS (RATED PG) .12.99 

WICKED CITY (RATED 18) .12.99 


We only supply official UK products. Official suppliers of all 
leading brands. We sell games and peripherals all at 
amazing prices for Megadrive, Master System, Game Gear, 
Super NES, Gameboy, NES, Lynx, Amiga, Atari ST, PC, CD 
ROM and Apple Mac. And we sell T-shirts and cuddly toys! 
Special Reserve Club Shop at The Meltings, 
Sawbridgeworth, Herts. 

Open from lOamto 8pm 7 days a week. 




*1lte Qame^ CluL * 




Special ReieM/e memLeM c<m UoAje all tlUi.. can yO^? 

READ "NRG" Regular Club Magaxine 
CHOOSE from our Huge Selection 
& BUY at Best Possible Prices 
§1 SAVE with our Special Deals 
^ SAVE more with our XS Coupons 
^ WIN £60,000 worth of prizes FREE 
JOIN now from just £4.00 

We only supply members but you can order as you join 

There's no obligation to buy and you can be any age. 
Just send in the form below or phone Sales on 0279 600204. 

As a member of Special Reserve you'll receive regular issues of 
NRG magazine. NRG is our 48 page colour club magazine sent bi¬ 
monthly only to Special Reserve members. NRG contains: 

1. The best selection of games, peripherals and hardware for all 
popular formats. We are official Sega, Nintendo and Sony stockists. 

2. Reviews in colour and latest information on new products 

3. Charts and Release Schedule, to help you choose and plan 

4. The best prices. Just one purchase will save you your joining fee 

5. Hundreds of Special Offers. Top games at prices you won't believe 

6. XS Super Savers. Money-off coupons worth over £180 a year 

7. FREE-to-enter BIG TARGET COMPETITIONS. With currently 
£10,000 worth of prizes to be won in every issue of NRG, exclusive 
to members. That's up to £60,000 a year! 

That s why over 170,000 people have joined Special 
Reserve, the biggest games club In the World! 

0279 600204 

10am til 8pm 7 days a week. 

10am to 5pm Bank Holidays. Order/Confirmation/Receipt sent for every order. 
THERE ARE NO SURCHARGES ON UK TELEPHONED ORDERS 

You can also Fax your order to us on: 0279 726842 

We pride ourselves on our after-sales service. (18 customer service lines) 
Inevitably some games listed may not yet be available. Please phone sales on 
0279 600204 to check availability before ordering. In the event of delay we issue 
refunds on request at any time prior to despatch. We reserve the right to change 
prices without prior notification. E .& O.E. 

Registered Office & Club Shop: Inter-Mediates Ltd, 2 South Block, The Maltings, 
Sawbridgeworth, Herts. CM21 9PG. 

All prices include VAT and carriage to UK mainland. See base of order form for 
overseas surcharges. We supply hardware only to UK mainland addresses. 

MEMBERSHIP FEES 6 MONTHS ONE YEAR TWO YEARS 
TRIAL ANNUAL WITH FREE 

MEMBERSHIP MEMBERSHIP HARD BINDER 

UK MEMBERS 4.00 7.00 14.00 

OVERSEAS EC MEMBERS 6.00 9.00 18.00 

OVERSEAS WORLD MEMBERS 7.00 11.00 22.00 


WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. 
THERE ARE NO SURCHARGES ON UK TELEPHONED ORDERS. 
(PLEASE PRINT IN BLOCK CAPITALS) 


Address_ 


1 

! Phone Machine 

1 

1 Enter membership number (if applicable) or 

1 NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 


1 

[item 


1 

litem 


1 

■item 


1 

ilfim 



ALL PRICES INCLUDE UK POSTAGE & VAT 


Cheque/P.O./Access/Mastercard/SwitchA/isa (Switch Issue No 


Card 

expiry date_ 


Signature 


Cheques payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders Surcharge (EC or World): Software orders 
please add £2.00 per Item. Non-software Items please add 
25%. Hardware Items supplied to UK mainland only. 
Overseas orders must be paid by credit card. 
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